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BflCKGROUriD 


Two LAND MASSES MAKE UP WHAT IS KNOWN AS “THE MURK LANDS” 
the larger western continent and the smaller eastern continent, 
divided by the Great Inner Sea. On the eastern island lies the 
broken kingdom of Middenlund. Once a proud, prosperous king¬ 
dom, it now lies shattered, reduced to a number of city states 
led by powerful robber barons. What is fact and rumor about 
these barons is difficult to determine. It’s true that they tax the 
people heavily - to the point of starvation- and it is also known 
that any who even speak of rebellion are brought up on charges 
of heresy. What happens to those people is where the rumors 
begin. Are they forced into labor camps? Conscripted into the 
military? Some even whisper that some are sacrificed to beings 
of such evil it would drive you mad to even mention their names. 

On the outskirts of one of these city-states named the Barony 
of Jneer, lays the village of Argax. Argax is a perfectly ordinary 
and unremarkable little town that would be forgotten by almost 
everyone, if not for the fact that it is one of the closest pockets 
of civilization to “The Castle of Blackwood Moors.” The castles 
original name is long forgotten and the locals tell many stories 
about where it came from. Tales claim it was built in a time 
when Gods walked the earth, a race of ancients who could com¬ 
mand fire and metal as easily as people of today can talk. Other 
stories say it was built by elves or dwarves, since they were both 
once known to reside in the area, but have since fled for myste¬ 
rious reasons. 

One point all the tales agree on, is the vast treasure supposedly 
hidden there. Many adventurers have tried their luck plumbing 
the depths of the castle, but the few that do return are raving 
mad lunatics and in no condition to relay anything they saw or 
heard on their journey. 

You are the latest of these adventurers. You plan to brave the 
castle and return with your wits still intact. With one last check 
of your equipment, and a wave goodbye to the people of Argax 
you unfurl your map and head off toward the Blackwoods. 
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Gaitie Rules 


As YOU GO THROUGH THIS BOOK, YOU WILL NEED TO KEEP A RECORD 
of your character’s abilities, items and many of the things that 
happen to you on your Character Sheet. 

There are a few ways to create a character for Dungeons to 
Dominions gamebooks. 

The first is to use the following rules and create a character 
that can be used anywhere in the series. 

The second way is you can convert a character from any sys¬ 
tem that uses 3d6 for character creation to the gamebook rules. 
There is a complete set of rules on how to convert your character 
found in the back of this book. 

CHARACTER CREATION (THE BASIC RULES) 

You begin your adventure with no real skills, just the courage 
and ambition to seek something better out of life other than 
being a Laborer/Farmer/ Apprentice/Beggar or whatever you 
were in your prior life in the village of Argax. That said, you 
are fairly unskilled at most things so on your Character Sheet, 
make note that your Strength, Intelligence, Wisdom, Dexterity, 
Constitution and Charisma are all ‘Normal’. 

HP (Hit Points): This is the amount of damage you can take 
before you die. Since we are using the Basic version of the rules, 
your HP is 8. In your travels, you will eventually get wounded, 
whether from a bite from a nasty creature, a bandit’s blade or a 
deadly trap. When you get hurt, subtract the amount of damage 
you received from your Hit Points. Be careful! If you Hit Points 
ever reaches zero, you are dead and the adventure is over. Lost 
Hit Points can be regained during the adventure, but your num¬ 
ber of Hit Points can never go above the initial value you start 
your adventure with. 

AV (Attack Value): Your Attack Value is a combination of all 
your bonuses to hit your opponent in combat that you have 
received from various things like equipment, high strength, dex¬ 
terity or any other enhancements. You start the adventure with 
an AV of 0. 
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Armor (ARM): The Armor value shows how many points of 
damage your armor will absorb from an attack. For example, 
if you are wearing a Leather Jerkin, your Armor is 1 and every 
time you get hit for damage, whether it is from a monster or a 
trap, you will subtract 1 point of damage from the total amount 
of damage dealt to you. In addition, if you had a Leather Jer¬ 
kin (Armor +1) and a set of Leather Greaves (Armor +1) your 
Armor would then be 2. You start the adventure with an ARM 
of 0. 

DAMAGE (DAM): In the basic game, each weapon does a set 
amount of damage. For example your quarter staff at the start 
of the gamedoes 3 Hit Points of damage each time you land 
a successful strike against an opponent. In the more advanced 
game, weapon damage is randomized and can be found at the 
back of the book. 

Bonuses: You can acquire various bonuses while playing the 
game, but you start with none. Since you are starting with no 
other training, you are level 0, your experience is 0, the amount 
of coins you have is 0, your experience is 0, and your AV is 0. 
In addition, unless you choose Stealth as your one skill (detailed 
below) your sneak bonus is also 0. 

Skill: When you leave your village, you have no adventuring 
knowledge, but you were not sitting idle before you decided to 
investigate the old castle. Below is a list of skills you might have 
learned before your adventure begins. You may choose only ONE 
skill from the list. Be warned! Some skills might not be useful 
in this adventure but all of them will be useful sooner or later. 

Hunting - With this skill you will never go hungry in the wild. 
You will be able to follow tracks, as well as determine who or 
what made them. You will also have knowledge of paths, and 
will be able to find food anywhere except in the harshest of cli¬ 
mates. When heading to Tiff’s Meadow to heal, it will only cost 
you one food instead of the normal two. 

Stealth - You have the ability to remain undetected whether 
you are hiding in a dark alleyway or blending in the shade of a 
tree. 

Perception - With this skill you will have a slight ‘sixth sense’ 
about danger. You’re more likely to notice if you are about to 
set off a trap, if someone you are talking to is acting suspicious¬ 
ly or if you feel a bit of moving air next to a plain-looking wall 
indicating the presence of a secret door there. 
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Athletics - This determines how fast you can run from an en¬ 
emy, how well you can swim, leap over chasms and climb walls. 

First Aid - With your knowledge of herbs and remedies, any 
bandage you use heals 2 Hit Points instead of the normal 1. 

Resistant - Any diseases, toxins or poisons that afflict you, will 
instead do half damage (rounded down). If they will kill you 
automatically, you get a second roll to see if you can resist its 
affects. 

Healthy - You have the health of a bull and it shows. When you 
are wounded, for every passage you read in which you are NOT 
in combat, you heal 1 HP automatically. 

PICKING A RANDOM NUMBER 

At various times throughout the game you will be asked to ‘Pick 
a Random Number” This can be done various ways. The easiest 
is if you have two ‘6 sided dice’ (These are the regular square 
dice that comes with most games). They are called ‘6 sided dice’ 
since they are numbered 1 through 6 and have six sides. Roll the 
two dice and add their totals together. 

EQUIPMENT 

You start your adventure with the homespun breeches, gray tu¬ 
nic and low boots that most people of your hamlet wear. Scrap¬ 
ing together what you could from doing odd jobs around Argax, 
you are equipped with a basic quarter staff carved from a stout 
oak branch, a leather backpack slung over your shoulder and one 
day’s worth of cheese and meat (equaling one Ration in your 
backpack), bought from a local farm. Hanging from your belt is 
a pouch to carry any coins you find on your journey. 

To help you along your grand adventure, your friends and 
neighbors have donated a few random things they have found in 
their sheds and attics in the hopes of your safe return. Amongst 
these items is a map of the route to the ruins, as well as the out¬ 
skirts of the Castle itself. It appears to be drawn by some local 
hunters who have been to the castle, but never dared go inside 
it. 
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To see what you were given, roll two Random Numbers and 
compare to the following chart: 

2-3 Leather Jerkin: (Worn) This item allows you to add 
+ 1 to ARM as long as you are wearing it. 

4-6 Strong Liquor (Backpack): Drinking this will heal 
ld6 HP of damage. It takes up one Backpack slot. 

6-7 Buckler Shield (Worn): This item allows you to add 
4 it points to your total. These 4 Hit Points must be 
used first and once lost, cannot be healed. Once all 
4 points are gone, the shield breaks and is useless. 

8-10 Two Rations of food (Backpack): Each ration is one 
day’s worth of food and takes up one Backpack slot. 

10-12 Three torches (Backpack): Each torch counts as a 
backpack item slot. The first three times the text 
asks you if you have a light source, you may chose 
the “yes” answer, but you MUST erase one of the 
torches off your list. 

In addition, you are given a roll of 10 bandages to use on any 
wounds you receive. One bandage heals 1 HP of damage. So for 
example if you are down three Hit Points from your maximum, 
you must use three bandages if you want to heal yourself back to 
maximum. Once a bandage is used, it is gone forever. 

HOW MUCH CAN I CARRY? 

In the list of items above, you will notice that after the name 
of the item shows how the item is carried on your person. For 
example, for “Leather Jerkin (Worn)” the item is worn on your 
body so it will not take up any space in your backpack. Each 
Ration of food you carry, it will take up ONE slot in your back¬ 
pack on your character sheet. 
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WEAPONS 


Due to space constrictions, you can only carry two weapons at 
a time. 

QUIVER 

Can hold up to 6 arrows or bolts. Or even a combination of both 
(Note that arrows can only be used with a bow and bolts can 
only be used in a crossbow). 

BACKPACK ITEMS 

You store most of your items on your adventure in your back¬ 
pack. However, because space is limited, you can only store a 
maximum of six (6) items, including Rations, in your backpack 
at any given time. In your travels, you may find larger backpacks 
that will allow you to carry more items. 

ARTIFACTS/SPECIAL ITEMS 

Artifacts are unique items that do not take up backpack space. 
When you discover one of the Artifacts, you will be told how to 
carry them. 

COINS 

These are always carried in your Belt Pouch which will hold up 
to 50 coins. 

FOOD 

Any food you have is carried in your Backpack. Each Ration of 
food counts as one backpack item. 
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TflKina fin flcnon 


FIGHTING 

Fighting consists of a series of ’’rounds”. During each “round” 
various things can happen; you or your opponent can move, 
attack, or even run away. After the fight, the text will indicate 
what to do next. 

If you choose to fight an opponent or the text indicates that 
you must fight, the combat is resolved in the following fashion: 

1. If the text indicates you are surprised or you surprise your 
opponent, take note of any shifts to your AV (Attack Values). 
Also note if you are surprised, you might miss your first at¬ 
tack! If this happens, skip steps 1 through 5 in the sequence of 
combat below, for the first round only. 

2. You may make a missile (long range) attack if you have a 
ranged weapon such as a bow and arrow and ammunition to 
go with it. (see missile resolution explanation). If your oppo¬ 
nent is not surprised (i.e. they are aware of you), they will 
then make a missile attack against you they can (the text will 
specify whether the opponent has a missile attack). 

This will complete one round of combat. 

3. If no one is surprised for the reminder of the combat. You 
can choose to engage in melee (hand to hand combat); if you 
would like to keep using missile attacks, Pick a Random Num¬ 
ber and add 3 if you have Athletics. If the result is 10 or 
greater, go back to Step 2, otherwise, proceed to Step 4. 

4. You are engaged in melee. You make a melee attack against 
your opponent, and they make a melee attack against you. 

This will complete one round of combat. 

5. Repeat the above steps of combat, until one of the following 
occurs: 

a. One of you is killed by losing all your HP (Hit Points) or 
you successfully FLEE. 

6. At the beginning of any round of combat, you may elect not 
to attack that round. Pick a Random Number, if you have the 
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Athletics Skill add 2 to the result. If the result is over 8 you 
have successfully Run Away. If you do not successfully Run 
Away, you are still engaged in combat and must begin anoth¬ 
er round of combat. You may try to FLEE again in the next 
round. 


When you have to fight an opponent in the text, you will be 
given a block of text like this: 


Bandit 




AV: 1 

Armor: 0 

DMG: 2 

Hit Points: 4 


AV (ATTACK VALUE): Your Attack Value is a combination 
of all your bonuses to hit your opponent in combat, from various 
things like equipment, high strength or dexterity, etc. 


ARMOR: This is how much damage your armor reduces any 
damage taken. 

DAMAGE: If you opponent lands a blow on you, this is how 
much damage they will do. 

HIT POINTS: How much damage you must do to to this oppo¬ 
nent to defeat it. 

You need to reduce the enemy’s Hit Points to zero while trying 
to lose as few Hit Points of your own as possible. 

At the start of combat, make note of both you and your oppo¬ 
nent’s Hit Points on a separate piece of paper. 

THE ‘SEQUENCE FOR COMBAT’ IS AS FOLLOWS. 
Your attack: 

1. Note your ATTACK VALUE (AV) as well as your oppo¬ 
nent’s. Subtract your AV from your opponents (AV. Example: 
Your AV is 2, your opponent’s AV is 3. So the final number 
(2-3= -1) is -1. 

2. Pick a Random Number and add the result to the total from 
Step 1. Example: Continuing the example from above, suppose 
you pick 8 from the Random Number table. This gives a result 
of 7 (8+(-l)=7). 

3. If this number is 6 or higher, you have hit your opponent! 

4. Next, inflict DAMAGE. In the basic game, each weapon does 
a set amount of damage. For example your quarter staff does 
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3 Hit Points of damage with each strike. In the more advanced 
game, weapon damage is randomized. 

5. Now subtract any ARMOR the monster has. If a “Mean 
Rat” has an Armor score of 1, this means that for every suc¬ 
cessful strike you make with your quarter staff, the “Mean 
Rat” will only take 2 Hit Points of damage instead of the 
normal 3. 

6. Subtract the amount of damage you do from the opponent’s 
Hit Points. Have they reached zero? If so, you have slain your 
foe! If not, your opponent now gets to attack you! 

Opponents Attack 

7. Note your AV as well your opponent’s AV. Subtract your 
opponents AV from your AV. Example: Your AV is 2, your 
opponents AV is 3. So the final number (3-2= 1) is 1. 

8. Pick a Random Number and modify result with the total 
from Step 1. Example: Continuing the example from above, 
the number you have chosen is 8, this gives a result of 9 
(8+1=9). 

9. If this number is 6 or above, your opponent has hit you! 

10. Next, inflict DAMAGE. In the basic game, the damage an 
opponent inflicts is listed in its description. In the more ad¬ 
vanced game, the damage will be randomized and listed in the 
back of the book. 

11. Now subtract any ARM you have. For example, if you 
are wearing a Leather Jerkin, you have an Armor score of 2. 
This means that for every successful strike the enemy makes 
against you, you reduce the result by 2. For example, if you 
get bit by a rat for 5 points of damage, you will only take 3 
Hit Points of damage. 

12. Subtract the amount of damage you have taken from your 
Hit Points. Have they reached zero? If so, you have been slain! 
You must make a new character and start again from the be¬ 
ginning from the book. 

If you survived, it is time to counter attack! Return to Step 1 
and repeat the whole sequence until either you or your opponent 
is slain. 
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OTHER NOTES: 


Critical Hits - If the number you pick is a 12 when trying to 
hit your opponent (before you add in any AV bonuses), you have 
scored a critical hit! Any damage you do is doubled this round. 

Missile Attacks 

In your travels, you might find a bow or crossbow along with 
arrows or bolts. This will allow you to get an additional attack 
before normal combat takes place. Add the following to the com¬ 
bat procedure (see above). 

Your Missile Attack: 

1. Note your ATTACK VALUE (AV) as well as your oppo¬ 
nent’s. Subtract your AV from your opponents (AV. Example: 
Your AV is 2, your opponent’s AV is 3. So the final number 
(2-3= -1) is -1. 

2. Pick a Random Number and add the result to the total from 
Step 1. Example: Continuing the example from above, suppose 
you pick 8 from the Random Number table. This gives a result 
of 7 (8+(-l)=7). 

3. If this number is 6 or higher, you have hit your opponent! 

4. Deduct 3 points from your enemy and add your AV, not 
counting any AV Bonus you might get from a sword or any 
other inapplicable equipment. This is your amount of Damage 
you inflict on your enemy. 

5. Deduct the Enemies Armor (ARM) from the total Damage. 

Now follow the normal ‘Sequence of Combat’ (see pg.ll). 

Fighting more than one creature 

Sometimes you might have to fight more than one enemy at 
once; at these times you will fight these multiple enemies si¬ 
multaneously, other times you will have to defeat your first foe 
before attacking the next one. 

Finally, at any time in the OUTER BAILEY, if you have at 
least 2 rations remaining in your backpack (one for the walk 
there and one for the walk back), you may return to Tiff’s 
Meadow and rest until you are healed. Note that this will not 
heal disease or poisoning and if you go there it is highly likely 
you will succumb to the malady and die instead. Those with 
the Hunting skill will only use one ration of food since they may 
hunt along the way. 
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The Local Hero 

YOU ARE A LOCAL HERO IN ArGAX. No ONE OUTSIDE OF YOUR HOME 
village has ever heard of you, but you’re well-loved at home since 
you do many things to help the people of the small hamlet. You 
can usually be found helping with the rowdies at the local pub, 
or keeping a watchful eye on unruly traders that come through 
town, and until now you’ve been content just to help out the 
people of the town. They’ve started looking up to you. This all 
changed two days ago. You were walking down the road back to 
Argax from one of the outlying farms with some goods for the 
Innkeeper when you were waylaid by bandits! Using just your 
determination and things you were carrying as an improvised 
weapon, you managed to slay one and send the other running 
off into the woods. As your neighbors heaped praise on you for 
your victory, a thought entered your mind. You are resilient and 
you believe you are tough. The Blackwood Castle should be easy 
pickings for someone of your abilities! The bit of coin you’ve 
saved over the years plus what you took from the dead bandit 
is enough to get you a quarter staff, a small leather backpack 
and a wheel of fresh cheese from the merchants in town. Though 
some of the townsfolk beg you not to go, you sling your new 
backpack over your shoulder and head off in the direction of the 
castle, ready to make your fortune! 
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REMEMBER! 


You are not sure what to expect at the castle. Your friends and 
neighbors tell many stories and tales about dangers at the old 
ruins, and you’ve been hearing them since you were old enough 
to walk. Adventurers of all types have gone to the ruins this 
spring, including a tall thin woman with glasses who was moth¬ 
erly and kind to all she met, a lean man in gray leathers who did 
not talk to you no matter how much you pestered him, a man 
in blue robes wearing thick gloves and has an intense stare but 
always seemed lost in thought, a knight in gleaming silver ar¬ 
mor along with his squire who told you many stories of bravery 
and constantly encouraged you to follow your heart’s desires, an 
amazon wielding a wicked trident who was friendly but spoke 
little, a short mousey looking girl who constantly looked over her 
shoulder, and a crooked man in plain black robes who was nice 
to you despite his outward appearance. None of them have ever 
returned, but that does not deter you. 

Make notes during your adventures for they will be of great 
help in your future travels and quests. Also, don’t forget to 
check the map to get to the castle and fill in the details when¬ 
ever possible. 

May the ancestors of Argax grant you luck! 
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Entry 0: Adventurers who have recently traveled to the old castle. 







































Entry 1 

YOU ARISE FROM YOUR HOVEL ON THE OUTSKIRTS OF ArGAX JUST AS 
the sun is just coming over the horizon. Brushing away the 
strands of hay that stuck to you while you slept, you head to 
the larder to grab yourself a bite to eat before your long journey. 
This morning you’re happier than you have been in quite some 
time. You feel you are living the dream you always wanted, a life 
of heroism and defeating bandits! You know that whatever the 
Ruined Castle throws your way, you are certain to defeat it! 

Soon you are on the road heading north out of the village, feel¬ 
ing the eyes of your fellow townsfolk watching you pass by. Most 
of them wave at you and sometimes you can hear them whis¬ 
pering to each other. Folks have been talking about you since 
you declared your intention to head to the old castle and word 
spreads quickly in a small town. By the time you reach the edge 
of the village, a small group of children are following some dis¬ 
tance behind you. Before you reach the outlying farms however, 
parents have come and pulled all of your entourage away, leaving 
you to cross the outer boundaries of your hamlet alone. 

Turning around and looking at your village of Argax one last 
time, you make one more check of your gear. With a twinge of 
sadness you start moving again, preparing for the long walk to 
the edge of the Blackwood Moors, where the ruins of the castle 
stand. 

As you round the north end of the lake and begin your trek 
along the eastern edge, you see the northern edge of the Black¬ 
wood. The odd name for the forest is due to the strange dark 
tint common to all plant life within its borders, as if some mad 
god with a giant paint brush had covered the land in a thin wash 
of ink. Every leaf on every tree, every blade of grass, and every 
straggling weed suffers from this odd discoloration. The animals 
behave as normal, the plants are not poisonous or dangerous in 
anyway, and the fruit is still edible and tasty. Some say any of 
the firewood taken from Blackwood has a foul smell when burnt, 
but not everyone smells this; never the less because of this ru¬ 
mor and the generally discomforting appearance of the place, 
most people from the surrounding villages do not use wood or 
eat anything from the Blackwood and shun those who live in the 
southern edge of the forest. 

A few hours after you enter the Blackwood, the sun begins to 
dip behind the trees, and while you are not as superstitious as 
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most about the forest you would still like to reach Tiff’s Meadow 
before nightfall. The meadow is an open place along the north 
eastern-most tip of the lake, and the only place known in the 
entire Blackwood that does not have the dark taint. There is an 
ancient willow tree there near the lakeshore, and the village chil¬ 
dren - and even a number of the adults - come there to rest and 
relax for the sense of tranquility it brings. It is also very close to 
the object of your quest. 

Just as the sun slips below the horizon and you are engulfed 
by the shadows of the forest, you sigh in relief as you see the 
gnarled trunk of the ancient willow tree emerge at the edge from 
the gathering gloom. 

Settling down before your fire after making camp, your 
thoughts again turn to the castle. The slumbering behemoth 
lies just a few hours’ walk from where you lie, and you will be 
walking directly into its maw at sunrise tomorrow. You try not 
to think about how many other adventurers it has claimed. This 
is your last conscious thought in your mind as you drift off to 
sleep. 

You set out early the next morning, determined to reach the 
castle by the Hour of Terce. After an hour of your brisk pace the 
ground goes from solid to spongy and your footsteps soon fills 
in with water as soon as you lift your foot. Gloomy fog swirls 
around you and for the first time you wonder if you made the 
right choice in coming here. 

It is at least another hour trek through the low-visibility fens 
before you see the outline of your destination. Like a black 
monolith it slowly forms out of the mists as you draw nearer. 
Some of the towers are leaning and even crumbling in spots but 
the castle is still generally intact. 

Crossing the last remaining space between you and the earthen 
ramp leading up to the gates, you spot some kind of black shape 
lying on the side of the path ahead of you. In the mist it’s diffi¬ 
cult to make out the details. 

Do you: 

| Approach the black shape? Turn to entry 268. 

| Take a wide detour around the shape, continuing to the 
gate? Turn to 58. 

t If you have the skill Perception or hunting, turn to 42. 
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Entry 2 

YOU GRASP THE ROPE FIRMLY AND START TO CLIMB ACROSS, PUTTING 
one hand in front of another. Your muscles are straining and you 
have to grit your teeth to continue. About halfway across, you 
reach out to grab onto the next section of rope but you are so 
tired you misjudge the distance and soon you are falling through 
space. 

You land in the dirt of the archery range with a dull thump, 
and lay there for a second catching your breath (You have taken 
2 Hit Points from the fall). You slowly get to your feet and softly 
curse to yourself and decide where to go next. 

Turn to 191. 


Entry 3 

As YOU CLIMB THE STAIRS, THE STENCH OF DEATH AND ROT ASSAIL 
you, but there is no sign from what is making the stench. The 
candle makers’ living area is basically intact, and even the bed 
is still made. The dresser is also intact and the drawers are still 
in it. A small well-crafted desk resides in the corner and a neat¬ 
ly folded towel sits on a nearby end table next to it. You can’t 
think of any reason why this room was not subjected to the loot¬ 
ing that has occurred elsewhere in the castle. If it weren’t for the 
faint layer of dust you would think that someone still lives here. 

Do you now: 

t Investigate the towel and the end table? Turn to 136. 

t Search the nicely made bed? Turn to 163. 

| Investigate the desk? Turn to 262. 

| Look through the dresser? Turn to 317. 

| If you head back downstairs, turn to 98. 
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Entry 4 

When you touch the body, your hands sink into it as if it were 
made of quicksand. You can smell rotting vegetation as you 
search the body, but it is so far decayed that the smell does 
not overpower you. One of the immediate things you notice as 
you search it is that your hands do not touch anything truly 
solid until they hit the bed underneath. The whole body is soft, 
somewhere between person and plant. Water begins to seep out 
of it as you search, soaking the bed and dripping down onto the 
floor. After feeling around in the plantlike mush for a few mo¬ 
ments, you feel some kind of a lump. After a moment you decide 
it must be underneath the mattress itself. Shaking the wetness 
off your hand, you now try to lift up the mattress but discover 
that the body has put out endless roots which have grown into 
the wooden bedframe underneath! You will have to try and tear 
the mattress loose. 

Grabbing the mattress with both hands you strain to tear it 
free. 

Pick a Random Number - if you have High Strength add 2 to 
the number. 

| If the number is 2-5, turn to 329. 

| If the number is 6-12, turn to 384. 


Entry 5 

Standing at the edge of the hole in the floor and looking down, 
it seems like you are standing on the edge of the Abyss itself. You 
can see nothing in the darkness below you, as if the world you 
know just... ended. A few faint rays of light comes in from the 
doorway, and you strain to try to see anything at all, so you bend 
over a bit, stretching your body out over the edge of the abyss. 
You do see something, but what it is you will never know. You get 
just a glimpse of grayish crablike legs and dirty blond hair before 
a mouthful of small teeth bite into your neck. You shriek in sur¬ 
prise as you are yanked forward into the inky darkness. What was 
down there in the hole? Where does it end? You will never know. 

THE END. 
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Entry 6 

YOU CALL UP THE STAIRS, “Is THERE ANYBODY HERE?” AFTER A Mo¬ 
ment’s pause, you get your reply; a sound so terrible you make a 
few steps back towards the door. It sounds like a cross between 
a dog barking, water gurgling and a group of people murmuring 
to each other. The sound terrifies you so deeply you even take a 
step backwards towards the door. After a few seconds, the sound 
stops and all is quiet upstairs. 

Do you now: 

| Clear the blockade to go upstairs and see what made 
THAT NOISE? TURN TO 362. 

t Leave whatever that was alone and get out of this 

PLACE? 

t If you leave and go to the court yard in the corner of 
the Outer Bailey, Turn to 191. 

| If you leave and go to the gatehouse to the Inner Bai¬ 
ley, Turn to 63. 


Entry } 

Taking a deep breath, you cautiously approach the gate. Peer- 
ing up into the interior of the gatehouse, you see great holes in 
the ceiling from where ancient defenders would drop boiling oil 
on attackers trying to batter down the great gates. It seems you 
are not the first one to pass this way either; marks in the dirt 
reveal that many others have passed under these gates. More 
worryingly, there are also a few blood stains and broken strips of 
leather scattered about. 

Gathering up your courage, you crouch before the gate on your 
hands and knees and start to slither underneath. When you are 
about halfway through, something suddenly grabs your back¬ 
pack! With a yelp, you try to twist your body, trying to scram¬ 
ble away from it as fast as you can. 

Whatever it is holds onto your pack tight so you struggle out of 
it and get to the far side of the gatehouse. Leaping to your feet 
and drawing your weapon you whirl around, looking for your 
assailant. Then you sigh in embarrassment as you realize what 
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was happening - your backpack was hooked on one of the barbs 
at the bottom of the gate. You wonder what the people of Argax 
would think of you if they could see what a brave adventurer 
you are right now. Sheepishly, you snatch your backpack out of 
the dirt and sling it back over your shoulder. 

At least you are inside the gate. You look around to check out 
the destination of your quest. 

Turn to 106. 


Entry 8 

Wiping off your weapon, you curse yourself for not being 
more cautious. Your try to bandage the bleeding from where 
the telepapede bit you, then test your weight on that leg and 
sigh with relief. It’s not as bad as it looks. You look around to 
see what else is in the stalls. The one you originally opened was 
empty, but the furthest one is piled with bones. 

There are both animal and human bones here along with some 
that are strangely unidentifiable. Shards of cloth and leather 
that have not yet rotted away are also mixed in with the jumble, 
and you glimpse the occasional rusted blade. 

Do you search the stall? 
t If so, Turn to 116. 

| If you do not want to risk another attack, Turn to 
106. 


Entry g 

This building obviously has been heavily looted. A few work- 
benches, once used for shaping bows and attaching arrow heads 
to arrows remain intact, and a handful of rusty saws and a knife 
with a curved blade and a cracked handle are scattered across 
the floor. Also nearby are a few barrels that you guess once were 
used to hold finished bows or arrows, but they are now smashed 
or missing staves. 

You also notice a large number of holes and half broken arrows 
stuck in a nearby wall near the stairs to the second floor. There 
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is also some dried blood on the floor and more broken arrows in 
the area. Some old crates are piled in the corner. 

Will you: 

t Search the workbenches? Turn to 114. 

| Look through the crates? Turn to 441. 

t Investigate the broken arrows at the bottom of the 
stairs? Turn to 51. 

t Head upstairs? Turn to 267. 

| Leave this place? Turn to 191. 


Entry 10 

Lying on its back in a small pool of blood in the center of the 
tavern is a body. It is female, but covered in fur and has a jack¬ 
al’s head, and is not moving. Looking closer, you see it is defi¬ 
nitely dead. The blood comes from a stab wound in the heart. 
Whatever or whoever made the fatal wound is nowhere to be 
seen. You search the body, but find nothing of value. 

Do you : 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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(Image 11) 


Entry 11 

Carefully stepping around the strange ichor on the floor, 
you approach the body. It is a grisly sight. The corpse was once 
a young male human being, maybe twelve years old. You recog¬ 
nize him immediately. He is the squire to the knight that passed 
through Argax a few weeks back. But there is no sign of the 
knight that accompanied him. The squire is still dressed in the 
tabard of Carrolsburg and his face is frozen in twisted terror. 
The back of his chainmail is completely shredded, and it looks 
like his spine has been torn out. You see his shield and backpack 
lying nearby. This makes you wonder, why would Lord Rozelle, 
the mayor of Carrolsburg, be sending troops here also? 

Do you: 

| Leave this place and head to the gates of the Inner 
Bailey? Turn to 63. 

| Inspect the fallen squire’s shield? Turn to 342. 

t Search through his backpack? Turn to 227. 

| Leave this place and go to the courtyard in the corner 
of the Outer Bailey? Turn to 191. 

| Return to the path between the smithy and the stables? 
Turn to 250. 
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Entry 11: The sad fate of the squire. 









































Entry 12 

Carefully you pick your way across the room; the boards 
crisscross so much that you hud it difficult do so safely. This 
must have been done deliberately: someone took a lot of time to 
nail the boards to the floor. Whether it was intended as a trap, 
a defensive measure or a fit of madness... it is an effective one: 
almost all of the boards and nails have blood on them, some of 
it still fresh. 

Did you read the strange writing on the wall by the registry? If 
so, turn to 218. 

If you did not read the strange writing on the wall by the reg¬ 
istry, turn to 305. 

Entry 13 

After searching through seemingly endless piles of junk, you 
see the shine of polished metal gleaming from underneath a pile 
of smashed and broken wooden planks. 

Carefully stepping around all the junk, you reach down to in¬ 
spect what you found. A finely crafted helmet! As you pick it 
up, however, you see that one side has a large dent in it; half of 
the helmet is caved in, making it useless. Sighing heavily, you 
drop it back on the pile. You doubt you will find anything else 
here, so you get ready to leave. This building is now empty. 

When you leave, do you go to: 

| The well in the courtyard? Turn to 309. 

| The large building to the south east? Turn to 241. 

| The large building to the north east? Turn to 88. 

| The main gate? Turn to 106. 

| The path between the smithy and the stables? Turn to 
250. 
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Entry 14 

You SLIP THE RING OFF THE SEVERED HAND AND THE MOMENT THE 
ring is completely off of the finger, it snaps back into place. 
Nothing you try to do will make the hand relinquish the key 
ring. You set the hand down to inspect the ring. It is very well 
made, and you see a few streaks of silver within the black stone. 
As you stare into the ring, you notice that the silver swirls are 
actually slowly moving, almost imperceptibly. You put the ring 
on, and notice nothing unusual (mark on your Character Sheet 
you have the ‘Ring of Black Stone’ as a special item.). You turn 
back to the hand and the key ring, but they have vanished! 
Looking around, you see the hand crawling across the floor us¬ 
ing its four fingers as legs and holding onto the key ring on its 
thumb. You dash after it but the hand quickly disappears into a 
hole in the wall. 

You now have no choice but to move on. 

t Do YOU INVESTIGATE THE FIRST OPEN CHEST? TURN TO 148. 

| DO YOU INVESTIGATE THE SECOND OPEN CHEST? TURN TO 272. 
| DO YOU INVESTIGATE THE CLOSED CHEST? TURN TO 321. 

If you're done with this room, you can head back downstairs. 
Turn to 165. 


Entry 15 

YOU PRESS THREE BUTTONS AND ARE REWARDED WITH A SHARP CLICK. 
You can hear the grinding of a large mechanical lock and the 
door opens by sliding into the floor and disappearing! Cautious¬ 
ly stepping through the now open doorway, you enter the next 
room. 

Turn to flf. 
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Entry 16 

As YOU PULL THINGS FROM THE LARGE PILES OF JUNK HERE, YOU CAN 
feel the piles shift and slide. More than once you have to leap 
backwards, splashing around in the water, because you are afraid 
you’re about to bring the entire pile down around your ears. Af¬ 
ter a few moments of searching, you find the following: 

1. A three foot section of corroded iron chain; 

2. A useable spear (if you take the spear, remember that you 
can only carry two weapons). 

3. A small box of broken bottles. 

The chain or box, will each take up as one space in your back¬ 
pack. If you take any of the items make the necessary adjust¬ 
ments to your Character Sheet and you continue on your way. 

Turn to 

Entry 1? 

YOU RAISE YOUR SHIELD AT THE LAST MOMENT, AND THE SHIMMERING 
sphere of energy connects with it solidly. This destroys the 
shield, and pushes you back a few feet, but otherwise you are 
unharmed (Delete the shield from your Character Sheet and 
make any necessary adjustments to your Hit Points that you 
have received from the shield). You must now fight the Babbler 
Guard while the Queen starts another spell. 

Turn to 196. 
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Entry 18 

The light illuminates only a small area at the bottom of the 
stairs. There are three distinct passageways into the junk maze. 
There is a passage to the left, with some kind of foul-smelling 
puddle just on the edge of the light. The other two passages are 
beside each other, heading off to the right. 

Which way will you go? 

| Take the far left passage? Turn to 335. 

t Do YOU TAKE THE RIGHT-CENTER PASSAGE? TURN TO 468. 

| DO YOU TAKE THE FAR RIGHT PASSAGE? TURN TO 239. 

| DO YOU WITH TO HEAD BACK UP THE STAIRS AND LEAVE? TURN 

to 165. 


Entry 19 

As YOU GET TO THE LAST STEP AND PREPARE TO JUMP THE GAP, THE 
board snaps and you tumble forward, slamming your chest 
into the landing and coming to rest in a crumpled heap on the 
ground below (Mark off 4 Hit Points). 

After lying there for a moment, gasping like a fish out of water, 
you force yourself to get up and move around. Who knows what 
heard that noise. 

YOU ARE STANDING NEAR THE GATES TO THE INNER BAILEY. TURN 

TO 63. 
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Entry 20 

Upon closer inspection, the portrait is of a young man in his 
early twenties. He is very handsome, with dark brown hair, a 
thin moustache and a stylish beard. The detail of the painting 
is remarkable, despite the thick brushstrokes. As you admire 
the craftsmanship, the eyes of the painting blink and look at 
you! Startled, you reach for your weapon but already the young 
man’s face is twisting into something evil and his hands have 
become savage talons. He reaches out to tear out your throat. 
The world goes black. 

Turn to 378. 


Entry 21 

Stepping up to the vines you grab hold of them tightly and 
tug on them a bit to make sure they will not come loose as 
you climb. Certain they are attached firmly; you begin the long 
climb up the wall. You are about half way to the top when sud¬ 
denly; one of the vines comes alive and whips around your arm! 
Barbs dig under your skin and your arm burns with pain. Take 
1 Hit Point of damage. 

More of the vines are wriggling to life. Will you: 

| Try to fight the vines (only if you have a weapon that 

CAN BE USED IN ONE HAND)? TURN TO 221. 

| Jump from the wall, hoping the ground will somehow 
CUSHION YOUR FALL? TURN TO 199. 
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Entry 22 

Opening up the package, you find a roll of six bandages total. 
Each bandage will heal only one hit point when used. The pack¬ 
age of bandages can be added to your bandage roll. If your 
bandage roll contains more than 10 bandages, any additional 
bandages need to be put in your backpack, but all of them will 
only count as one item. After a quick search of the rest of the 
limbs, you find nothing. 

Do you now: 

t Search the hay and rags the Jackal Brute used for a 
bed? Turn to 447. 

| Try to climb through the hole in the ceiling to the 
ROOF? 491. 


Entry 23 

As YOU DESCEND FURTHER AND FURTHER DOWN YOU ARE STARTING TO 
question the wisdom of you decision to climb down the well. The 
light is getting fainter and farther away and while there are more 
handholds as you descend, they are starting to become damp 
and slimy, making it even more difficult than before. 

Do you keep descending, not certain of how much longer you 
can hold on? Turn to 156. 

Will you climb out of this damp pit while you still can? Turn 
to 391. 
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Entry 24 

As SOON AS YOU PLACE YOUR FOOT UPON THE FLOOR AT THE BOTTOM 
of the stairs, you know you didn’t make it. You try to pitch 
yourself forward hoping to miss the arrows, but with no luck. 
The arrows piece your body with enough force to pin you against 
the wall, and the pain makes your vision blur. You clear your 
head just in time to see a Jackal-like maw clamping down upon 
your face. 

It is the last thing you see. Your adventure is over. 

THE END 


Entry 25 

YOU ARE FAIRLY CERTAIN THE WOMAN IN THE PAINTING MUST BE THE 
person the fletcher was talking about in his letters. She is strik¬ 
ingly beautiful. You feel a twinge of sadness at the Fletcher’s 
lost love. 

Do you read one of the letters to the painting? Turn to fOO. 

If you do not want to read some letters to a painting, turn to 

32. 


Entry 26 

Trying to pry the lantern off the wall is more difficult than 
you first thought. It is not just hung there on a hook; it seems 
to be bolted to the wall itself. Determined to take this wondrous 
item that will allow you to never have to worry about buying 
torches again, you insert your weapon between the lantern and 
the wall to try and pry it off. After a little wiggling, you manage 
to free your prize from the wall. 

Instantly you are plunged into darkness as the lantern goes out. 

Do you have a lantern (not the one you just pried from the 
wall), and oil, or a torch? If so turn to 215. 

If you do not have a lantern, or any oil, you must turn to 76. 
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EtlTRY 2 } 

Walking around the grass-covered building; you wonder how 
it ever got this way. As you turn the corner to inspect the west¬ 
ern side of the building, something else catches your eye. You are 
now between the building covered in grass and the outer castle 
wall and there is a ruined tower directly in front of you, where 
the two sections of castle wall meet. But more importantly, there 
is a small wooden door here, mostly hidden by the building cov¬ 
ered in grass. If you hadn’t come around this corner into this 
dim alley, you would have never seen it. 

Do you now: 

| Try to open this door? Turn to 171. 

| Head back to the door of the grass building? Turn to 
373. 

| Head back to the main courtyard? Turn to 106. 


Entry 28 

A DOZEN SPIDERS OF VARIOUS TYPES FALL OUT OF THE HOOD WHEN 
you remove it from the fallen assassin’s head and go scuttling for 
safety. The assassin is a woman, stunningly beautiful except for 
two features. Her hair is coated with spider webs, and egg sacs 
and the tiny trussed-up corpses of various dead insects can still 
be seen tangled in her golden locks of hair. More shockingly, her 
nose is missing. Even as you look at her in horror, a few more 
spiders crawl out of the hole where her nose once was. 

Continuing your search of the body, you find a quiver of five 
normal crossbow bolts hanging on her hip, as well as a crossbow 
lying nearby. The rest of your search reveals nothing of value. 

If you take the crossbow bolts, place them in your quiver. Re¬ 
member that you can only have a maximum total of 6 arrows 
or bolts in your quiver. 

You CAN NOW ENTER THE ROOM YOU WERE ORIGINALLY TRYING TO 

enter. Turn to 257. 
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Entry 29 

Entering the small lounge, you think about what a place of 
comfort this tavern must have been at one time. Now, however, 
little remains. This place must have been looted continuously 
over the years. Your searching through the remaining scraps con¬ 
firms this as you find nothing of interest or value in the room. 

You RETURN TO THE HALLWAY. TURN TO 159. 


Entry 30 

Using the shovel you pry up the remains of the collapsed 
staircase. As you lever up one of the particularly large chunks of 
stone, you find a military style footlocker underneath, smashed 
by falling debris. Rooting through the splinted wood, you see the 
glint of gold from inside a dirty tattered cloth. Hastily snatching 
the item from the wreckage, you see it is a beer stein that ap¬ 
pears to be made from solid gold! As you inspect it, you find a 
peculiar inscription on the side. 

beeR is good, 
beeR is wise, 
with mug in hand, 
we make up lies, 
incReases loveRs beauty, 
makes weak men bRave, 
fRom tallest toweR, 
to daRkest cave. 

Additionally, there is a number stamped on the bottom of it: 
-“ 100 ”. 

After putting it in your backpack (it takes up one slot in 
YOUR BACKPACK), YOU CAN NOW MOVE ON. TURN TO 303. 
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Entry 31 

YOU TAKE A CAREFUL STROLL AROUND THE ROOM TO SEE IF YOU HAVE 
missed anything, but aside from a few papers scattered about by 
your own search efforts, it appears you have seen all there is to 
see in this area. 

Will you now? 

| Check the fireplace? Turn to 423. 

| Look through the papers and books on the table? Turn 
to 164 . 

| Leave and go to the other room? Turn to 257. 
t Leave and go downstairs? Turn to 157. 


Entry 32 

There are three portraits on each of the two longer walls of 
the room. On the far wall with the windows and the fireplace 
the portraits from left to right show: an old man, a young man, 
and a young woman. 

On the wall across from the door that is the only entrance or 
exit for this room are portraits of an old woman, a cat and a 
young girl. 

Which painting would you like to investigate? 

| The old man? Turn to 158. 

t The young man? Turn to 20. 
t The young woman? Turn to 379. 
t The old woman? Turn to 57. 

| The cat? Turn to 100. 
t A YOUNG GIRL? TURN TO 404. 

To IGNORE THE PAINTINGS AND SEARCH THE REST OF THE ROOM, 
TURN TO 257. 
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Entry 33 

The semi-fluid residue on the floor looks like it consists of 
blood, something the color of human flesh and a semi-clear liq¬ 
uid. All three liquids swirl around in the puddle slowly, never 
ceasing their movement but never mixing with each other either. 

Would you like to stir the strange mixture with your weapon? 
Turn to 160. 

t Do YOU STIR IT WITH THE TIP OF YOUR BOOT? TURN TO 406. 

| DO YOU LEAVE IT ALONE AND CONTINUE DOWN THE PASSAGE? 

Turn to 208. 


Entry 34 

The assassin lies at your feet, coughing breathlessly. Blackish 
blood drips from the hood and she spits at you with her dying 
breath. “The arms of the spider are many, cut one off and it will 
grow it back. We know who you are, you and your friend in the 
keep. This castle ... belongs... to usssss....” And with that, she 
dies. 

Turn to 211. 


Entry 35 

Knowing where the rotten boards are this time, you push off 
with all your might just as you reach the first of them. It is a 
long jump but you manage to make it. The stairs sway back and 
forth and for a moment you are certain you will end up back on 
the ground with the stairs on top of you, but after a moment its 
swaying slows and stabilizes. 

Just in case they’re not really sturdy enough to hold you, you 
quickly turn to the wooden door and prepare to duck inside. 

Turn to 184. 
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Entry 36 

It was a tough fight but while you are still standing, covered 
in cuts and bruises, the wax thing is now just a puddle, seeping 
through the cracks in the floor. You half limp around it, not 
certain if it is truly dead, but not wanting to find out. You step 
back out in the sunshine and decide to go somewhere else. 

Turn to 191. 


Entry 37 

The climb back up seems to take hours. So much sweat pours 
down your face you can barely open your eyes against the sting¬ 
ing of it. Your arms and legs no longer feel like they are a part 
of you at all. But at last, after all this pain, you are certain you 
will make it. The opening of the well is just a short distance 
away. Stretching to your full height, you reach up and grab the 
edge of the well and haul yourself onto the ground. Lying there 
on your back gasping for breath, you watch the mist billow and 
flow overhead. After a few minutes, feeling begins to return to 
your aching arms and legs, and you groan loudly as you push 
yourself to your feet. You stretch out a bit to make sure every¬ 
thing is still working and finally gather up your gear and head 
off, thankful you escaped with your life yet again. 

Turn to 106. 


_ Entry 38 

Suspecting the worst, you step up and strike the ropes with 
your weapon as hard as you can! 

Is the weapon you are using made of wood (a club or a quarter- 
staff) ? Turn to 125. 

Is the weapon you are using made of metal (a sword, axe or 
mace)? Turn to f28. 
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Entry 39 

Turning to face the black oily slime you taunt your adver- 
sary, “I have fought and defeated much more dangerous foes 
than you! An angry puddle!” you even manage a chuckle as the 
last of your light flickers out. Deciding to get the fight over with 
as quick as possible, you lunge forward and sink your weapon 
deep into the shapeless mass. A direct hit! When you remove 
your weapon however, the parts that you buried into the slime 
are gone! They were completely dissolved by the slime. 

Turn to 301 


Entry 40 

Kneeling down and heading down into the crawlspace, you try 
to maneuver around the stained cloth that must have been 
something’s bed and the other garbage covering the floor here. 
The section of wall beside you is covered in crude drawings of 
bunnies and flowers with a smiling sun overhead, the drawings 
faded with age. Whoever lived here must have been small since 
you find the area very cramped and more than once you bump 
your head on the table above you. Just when you think there is 
nothing here to find, you notice something about the drawings. 
They are not looking straight out as you would expect: instead, 
they all look toward one of the smaller bricks on the left-most 
section of wall. Reaching outward, you press the brick. The sec¬ 
tion of doodle covered wall swings silently backward, revealing 
a short hallway. The floor in the hallway is littered with more 
makeshift bedding, and a few broken toys. A few paces down the 
hallway is another door; this door appears to be made of solid 
oak and seems nearly giant-sized from your position on your 
hands and knees looking through the hidden door. 

Will you head into the small hall and go through the wooden 

door? Turn to 320. 

Would you rather avoid this area? Turn to 229. 
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Entry 41 

The beds are little more than frames now, the mattresses 
long rotted away. There is evidence of animal infestations here, 
and it appears that the remains of the mattresses were used to 
make a few nests or lairs for something. But now even these 
are long abandoned. Upon closer inspection, the beds are a bit 
shorter than normal human sized beds. Not finding anything else 
of interest, you decide to move on. 

Would you like to: 

| Take a closer look the old banners? Turn to 426. 

t Search through the remains on the floor? Turn to 225. 

| Decide to leave by heading back to Outer Bailey? Turn 
to 106. 

Entry 42 

The dense mist muffles all sounds around you, giving the 
world a slightly eerie hushed quality. You have heard nothing 
but the sound of your own footsteps for so long that you almost 
didn’t notice a faint noise coming from the black shape. It was 
so sudden and brief that you almost missed it, but you distinctly 
heard the sound of flies buzzing for a moment. 

Now do you: 

t Approach the black shape? Turn to entry 268 

| Take a wide detour around the shape, continuing to the 
GATE, TURN TO 58. 


39 


Benny 










Entry 43 

Impossible! The girl’s face that is now part of this spider’s ab- 
domen looks exactly like the girl whose portrait you saw hanging 
in the tavern. “Zelona!” you scream at the thing, trying to catch 
the little girl’s attention, while dodging the mandibles in the 
spidery head, which drip with deadly venom. 

“Mommy, is that you?” the girl’s face cries. “Daddy! Help me! 
I’m so scared! I avoided the thing in the tunnel just like you 
said! I didn’t mean to run away!”” As you leap to the side to 
dodge another attack, you can see her pretty blue eyes twisting 
in their sockets to try and see who you are. When your eyes 
meet for a brief moment you can see the hope in hers melt away 
back into terror. 

“Please! Please! You must leave!” she shrieks, her voice crack¬ 
ing as she begins to cry. “Please help me! Help me!” 

You sense there was more she was going to say but the spidery 
portion of her has you backed into a corner and you must now 
fight for your life. 


Arachnifant 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 6 


If you receive any damage in this battle you must immediately 
Pick a Random Number. Add 2 if you have High Constitution. If 
the result is 4 to 12, you avoid getting poisoned. If the number is 
2 or 3, you are slain by the spider’s venomous bite. 

Add “Tried to save Zelona” onto your Character Sheet. 

If you win, turn to 253. 

If you lose, turn to A6A- 
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Entry 44 

The door is metal and glows with a soft blue green light. 

Nearby is a panel of buttons with numbers and letters on them. 
You surmise if you press the right combination of three buttons, 
the door will open. 

The buttons are as follows: 


A - 8, E - 7, I - 2, O - 1, U - 4, Y - 20. 

D - 25, H - 26, N - 17, R - 16, S - 18, T - 30 


Add up the numbers of the three buttons that you choose and 
turn to that number entry. If the entry makes sense, you have 
pressed the correct combination. If not, a jolt of electricity jumps 
from the panel into your arm. Take 2 Hit Points of damage each 
time you guess incorrectly. 

If you cannot open the door, turn to 122. 


Entry 45 

YOU CLIMB DOWNWARD FOR A VERY LONG WAY. YOUR ARMS ARE 
starting to burn from the strain and it is getting more and more 
difficult to hold onto the small cracks in the mortar. Just as you 
begin to consider climbing back upward, your tired hand slips 
off the crumbling masonry and you scramble to regain a hold on 
the ledge. 

You fail miserably and tumble backward into the enveloping 
darkness. 

THE END. 
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Entry 46 

The wet glopping sounds grow even louder and the flame from 
your light source finally flickers out as you attempt to place the 
mugs into the hands of the statues. 

There is a click and a rumble as if the entire corridor was go¬ 
ing to collapse down upon you. It was difficult enough to see 
in the dim light, but your vision is made worse now by all the 
dust and dirt now floating around. The floor shakes and you 
find it hard to keep your footing. Terror begins to set in, as 
you realize you’re in a collapsing dead-end corridor in almost 
complete darkness. As if that weren’t bad enough, now you are 
not sure how close the black slime is. As a billow of dust flows 
by you think you can see the space between the two statues. Is 
there now a crack between them? The doors are open! You flee 
through them as fast as you can without tripping over anything. 

Turn to 500. 


Entry 47 _ 

Quiet as a mouse you sneak down the stairs far enough to see 

the first floor of the building. The smell of fermentation is so 
strong you have to cover your nose with your sleeve. You see 
three Beast Kin here: one He-Jackal and two She-Jackals. The 
male is stirring something in a large copper kettle with a roaring 
fire beneath it. The two females are grabbing things haphazardly 
from crates and throwing them into the kettle. 

They have not seen you yet. Do you: 

| Sneak up behind one of them and attack? Turn to 119. 

| Try to sneak to the front door and escape? Turn to 
270. 


Entry 48 

Climbing ever downward, you force your fingers into a crack 
between two bricks for a solid grip and just when you are about 
to move to the next ledge you feel a breeze against your finger- 
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tips. It is slight and vanishes so quickly you have to stop and 
think for a second to make sure you actually felt it. Finding 
yourself a solid outcropping to stand on, you dig your fingers 
into the ledge and pull with all your remaining strength. 

Large chunks of the wall come loose and crumble into the water 
below. There is a room here! 

You wriggle through the small opening as fast as you can since 
you are nearing exhaustion. 

Turn to 82. 


Entry 49 

Looking to see what the loom has made you look down to see... 
A SCARF!? 

The narrow, dull gray scarf lies neatly folded next to the loom. 
It appears to be made of ordinary wool; none of the sparkling 
nature of the thread remains. You cannot help but feel robbed. 
“What the heck is this, loom?” you curse at it. “This is the best 
you can do with magical thread?! No wonder your owners aban¬ 
doned you!” The loom has returned to its usual inanimate state 
and fails to respond to your complaint. “I want a refund! Gimme 
my sparkly material back, you piece of junk!” The scarf and the 
loom are both silent. Grumbling at what a waste this was, you 
give the loom a good kick as you get ready to leave. 

If you take the scarf and wear it anyways, make note of it on 
your character sheet as a Special Item. 

Whether you take the scarf or not, would you now like to: 

| Inspect the Cutting Table? Turn to 85. 

| Call out to the people upstairs? Turn to 6. 

| Start to move the blockade? Turn to 362. 

If you decide to leave this place, will you go to: 

| The courtyard in the corner of the Outer Bailey? 

Turn to 191. 

| The courtyard in front of the Inner Bailey? Turn to 63. 
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Entry 50 

You JUST BARELY MANAGE TO CATCH YOURSELF BEFORE YOUR 
momentum carries you off the far edge of the steps. The stairs 
wobble and creak under your weight as you regain your balance. 
Looking around now, you can barely see the ground through the 
thick mists that continue to flow through the castle grounds. 
The stairs are now missing a few planks which will make trying 
to come back up a difficult jump indeed. 

Will you now: 

| Try to jump down the stairs and leave? Turn to 394. 

| Enter the rickety wooden door on the landing? Turn 
to 184. 


Entry 51 

Examining the pieces of arrows stuck in the wall and the 
blood stain on the floor, you conclude this must have been some 
kind of a trap. You consider the direction the arrows must have 
come from and after looking around for a bit, you discover a 
floor board that would pivot up and launch arrows with great 
force. The trap has been sprung and it now lies empty. 

Would you like to try and reset the trap ? Turn to 113. 

Or do you decide to search the crates? Turn to Ail. 

Do you want to investigate the workbenches? Turn to 11 A. 

Do you just want to head upstairs ? Turn to 267. 

Entry 52 

YOU SEARCH THE SHELVES FILLED WITH BOTTLES AND FLASKS, AND 
then-for just a moment- you could swear you feel a breeze from 
somewhere in the room. You zig-zag across the room, trying 
to pin point exactly where the breeze came from. Eventually, 
you determine it has come from some cracks in the wall behind 
some rickety shelves. Clearing off the shelves you pull the shelves 
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themselves aside to find a deep crack in the wall. You place your 
fingers in the crack and pull with all your might. A whole sec¬ 
tion of wall swings open, revealing a dark passage beyond. 

Will you: 

t Head down the passage? Turn to 222. 

| Go UPSTAIRS TO THE SECOND STORY? TURN TO 213. 

| Leave the Tannery altogether? Turn to 191. 

Entry 53 

YOU TAKE A STEP BACK IN PREPARATION, AND YOU CAN FEEL THE 
stairway shift when you propel yourself forward, almost expect¬ 
ing the entire thing to collapse as you jump across the gap. It 
makes an alarming groan when you take off but luckily it stays 
in one place. Landing two steps from the bottom, your momen¬ 
tum carries you all the way to the ground below. Looking back 
at the stairs you are amazed they are even still standing, after a 
moment you decide to continue your search of the castle. 

You are standing near the Inner Bailey. Will you now: 

| Head down the alleyway between the stables and the 
smithy? Turn to 250. 

| Investigate the shop with the sign of a needle and 
thread? Turn to 193. 

| Walk up to the large building in the northeast corner 

WITH THE SIGN OF A BED? TURN TO 88. 

| GO TO THE LARGER BUILDING IN THE SOUTHEAST CORNER? 

Turn to 241. 
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Entry 54 

YOU TURN THE DOOR HANDLE CAUTIOUSLY AND THE DOOR GROANS 
loudly as you force it open. Dust falls in your face forcing you 
to wave away the cloud with your hand. The room beyond is 
roughly 20 or 30 feet square and is lined with bolts and heaps of 
cloth of all sorts and styles. There is a slight musty smell here, 
but the air still has the dust and dryness of the outer chamber. 
The cloth was once varied and probably carefully sorted by fab¬ 
ric type. You can still see the faded remnants of bright colors 
and beautiful patterns but now it is all moldering and beyond 
use. On the far side of the room is a small bench with a metal 
fixture above it. The fixture looks like some kind of lantern of 
a type you have never seen before. Its soft glow is illuminating 
the room. 

On the table below the peculiar light is another oddity, a gray¬ 
ish thread-like material not moldering at all. It reflects the light 
as you move, making little sparkles. 

To the left of the table is another door, wooden and heavily 
warped with age. A large iron bar crosses the width of the door, 
attached to the wall with huge brackets. As you approach it you 
detect a slight smell of wine from beyond it. 

There is so much cloth here that you can find enough pieces 
in good enough condition to use as bandages. Add 10 bandag¬ 
es to your roll. Do not forget your initial roll can only have 10 
bandages, so any extras must be rolled up and put in your back¬ 
pack. The good news is the roll in your back pack can contain 
any number of bandages. 

Do you try to open the door? Turn to £51. 

Do you take a closer look at the strange thread? Turn to 376. 

Would you like to investigate the light itself? Turn to fZl. 
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Entry 55 

Search as you may you find nothing of interest except for one 
old nugget that you think might be raw copper. 

Tossing it aside you return to 392. 


Entry 56 

Inside, in the leftmost corner, is some kind of vat. There are 
drying racks lining the left most wall and work benches on the 
right. Cobwebs cover everything and it doesn’t look like anyone 
has been here in ages. Thin rays of light streams in through a 
few windows and reveal a set of rickety stairs at the back of the 
dimly lit building, heading upward to the second floor. 

Do you: 

t Search the vat? Turn to 390. 

| Investigate the workbenches? Turn to 147. 

| Head upstairs? Turn to 223. 

| Leave? Turn to 106. 
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Entry 57 

YOU APPROACH THE PORTRAIT OF THE OLD WOMAN. SHE IS VERY 
motherly looking; her grey hair is up in a bun, held in place by 
two knitting needles. The masterful painting depicts soft, gentle 
eyes, and a small mouth in a tight smile. After admiring it for 
a moment, you get ready to move on. As you turn your back 
to the painting you hear an older woman’s voice say “You have 
remembered to check behind the gongfermor’s hut haven’t you?” 

When you turn back to the painting it hasn’t changed a bit. 
It still looks at you with friendly, calm eyes. You stare at it for 
a few seconds, but it does not move, nor do you hear anything 
else. You turn away and then look turn quickly, trying to catch 
it, and still nothing else happens. Did you really hear the voice, 
or was it all in your mind? 

Do you now: 

| Look at a different painting? Turn to 32. 
t Search the rest of the room? Turn to 257. 


Entry 58 

Not wanting to get any closer to whatever is lying there; you 
take a wide detour around it and make your way up to the cas¬ 
tle gate. As you pass it you are sure you can smell the reek of 
death coming off it and you nervously check over your shoulder 
at it periodically until you are almost all the way up to the gates 
themselves. 

Turn to 30 j. 
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_ Entry 59 

Wiping the creature’s blood from your weapon, you begin wan- 
dering again. You follow the twists and turns for an untold 
amount of time... whether you have been down here for minutes, 
hours or days you are no longer certain. Suddenly, you snap out 
of your daze and try to clear your head. “This area looks famil¬ 
iar!” You think to yourself. As you shake the last of the cobwebs 
from your mind, you see you have found your way back to the 
stairway leading up out of the cellar. 

Turn to 165. 


Entry 60 

Inspecting the skeletal arm, you notice one odd thing about 
it, it seems to be held together with wire, so when you pick it 
up, the bones are held in their original positions and the arm 
and hand don’t simply fall apart. You wonder why anyone would 
want such a morbid thing, but still stare at it with a sense of 
fascination. 

If you take the skeletal arm, it counts as one backpack item - 
do not forget to adjust your Character Sheet. 

Do you: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 6l 

Bits and pieces of rock, dirt, and gravel constantly pelt you 
as you run across the uneven floor of the passage, your legs are 
on fire but you charge the door with a burst of energy you feel 
certain will smash any obstacle in your path. You emit a bat¬ 
tle cry at the top of your lungs and lower your shoulder as you 
prepare to splinter the door. A few feet from the door however, 
you slip on a loose rock and go hurtling head first into the door. 
You manage to smash the doors open with your face, and slide 
to a stop just outside the doorway. The passage collapses on you, 
covering everything below your chest and your left arm with a 
thick blanket of rocks and dirt. Everything goes black. 

When you come to, your light source is out and it is complete¬ 
ly dark. Struggle as you may, you cannot pull yourself free of 
the collapsed tunnel. As you lie there, you hear things shuffling 
and moving around you. Time goes on and you begin to feel 
thirsty. Things brush past you in the dark and you swear you 
hear laughter. Whether you die of thirst, or become a meal for 
another creature you won’t matter much to you since you de¬ 
scended into madness long ago. 

THE END 


Entry 62 

Folded up in one of the blouses here is a small locket with a 
portrait of a young girl. It is so similar to the portrait of girl 
you have seen in the room at the tavern, you are certain it is the 
same girl. Wondering what the significance could be, you take 
the locket (Add the “Zelona Locket” to your Character Sheet as 
a special item). After searching the rest of the dresser you decide 
to move on. 

Will you now: 

| Look in the open chest? Turn to 141. 

| Investigate the bed? Turn to 494. 

| Peer in the hole in the floor? Turn to 78. 
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Entry 63 

The gatehouse to the Inner Bailey looms before you, almost 
completely covered by the strange vines that cover the castle 
walls. This gatehouse appears stronger and in better condition 
than the Outer Bailey you came through earlier. The portcullis 
is down here as well, and this time there is no space underneath; 
it is firmly set into the ground. It appears that you will have to 
find another way to enter. 

Do you walk up to the gate and try to lift the portcullis? Turn 
to 3U. 

Head down the alleyway between the Stables and the smithy? 
Turn to 250. 


Look at the shop to the left of the gates and to the right of the 
bowyers, the one with the illegible sign? Turn to 193. 

Walk up to the large building to the right of the gates with the 
sign with a bed on it? Turn to 88. 

Go to the larger building on the other side of the Outer Bailey 
next to the courtyard and the well? Turn to 2£1. 

Attempt to climb the rickety stairs on the back of the smithy? 
Turn to 327. 


Entry 64 

YOU BEND OVER AND PLACE YOUR HANDS ON YOUR KNEES TO CATCH 

your breath after that difficult battle. The wax thing is little 
more than just a puddle now. It swirls and starts to disappear 
through the cracks in the floor. Not sure if it is truly dead or 
merely temporarily defeated, you step away from it and decide 
to go elsewhere as soon as you can. 

Do you: 

t See what is upstairs? Turn to 3. 

| Leave this place? Turn to 191. 


Benny 


51 













Entry 65 

Twisting while you fall, you luckily manage to get your feet 

underneath you. You land with a small yelp. Pain shoots up 
your leg as you twist your ankle. Lose 2 Hit Points. 

You walk around in a circle a few times to ease the pain. Once 
it subsides, you realize your only option now is to try the gate¬ 
house. 

Turn to 360. 


Entry 66 

The desk is completely covered in papers of all sorts; some 
appear to be stained, and a child seems to have scribbled over 
some of them, obscuring their original contents. With a sigh, you 
settle in for a thorough search through the haphazard pile paper. 
You find everything from old ledgers, to battle plans and lists of 
supplies needed to lay siege to some land to the south. The more 
recent papers are covered with alchemical symbols. You cannot 
read most of the symbols, but from what you can discern, they 
are reports about some strange cross breeding of plants to create 
something that will burst into flames at the slightest provoca¬ 
tion. But beyond that they are a mystery. There seems to be 
little of interest to you here. 

Do you: 

| Keep digging through the stacks of papers? Turn to 
242. 

| Look at the trunk? Turn to 389. 

| Investigate the bed? Turn to 489. 

| If you leave, do you go: 

| Through the right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 
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Entry 6? 

When you inspect the candle, you can see that it was not bro- 
ken in half. Instead, it was bitten. Amongst the debris on the 
floor you can make out some strange claw marks around the 
rack, but there seem to be no other clues. You do not think you 
will find anything else of interest in this area. 

So do you now: 

| Head upstairs to look around? Turn to 3. 

| Leave the Candle Maker’s shop? Turn to 191. 

Entry 68 

The sides of the hole are lined with jagged rock, but many of 
them are loose, making the climb up fairly easy. Any time your 
attention wanders though, you pull chunks of rocks away from 
the wall when you put your weight on them. When you reach 
the upper edge of the hole you look around. 

Have you fought the Arachninfant before ? Turn to 485. 

| If you have not, do you have a light source? 

| If you do, turn to 375. 

| If not, turn to 212. 


53 


Benny 









Entry 69 

YOU DIG THROUGH THE TRUNK AND FIND IT FULL OF BROKEN ITEMS 
that any sane person would have discarded long ago. As you 
reach the bottom of the trunk, you notice something odd. The 
trunk seems a lot heavier than a trunk filled with torn stuffed 
toys and old clothes should be. 

Do you: 

| Look for some kind of a false bottom? Turn to 322. 

| Take a look at the broken canopy bed, turn to 489. 

t Search the writing desk? Turn to 73. 

| If you would like to leave, where do you go? 

| Through the right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 


Entry 70 

The bedroll looks like your standard every day camping Equip¬ 
ment. You reach down to touch it, and it startles you by moving! 
You watch it carefully and decide there is something inside the 
bedroll moving about. It is not the bedroll moving itself. 

Do you try to unroll the bedroll by hand to see what is there? 
Turn to 405. 

Do you attack the bedroll with a weapon? Turn to 311. 

Would you rather leave it alone ? Turn to 257. 
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Entry 71 

You PUT YOUR LEGS OVER THE EDGE OF THE WELL AND FIND A TINY 
ledge to stand upon. Luckily, you’ve still got a good grip on 
the rim of the well with both hands, because the ledge crum¬ 
bles away almost instantly beneath your weight! After a few 
moments you hear a splash far below. Quickly you hud better 
footing and you start your descent. 

Pick a Random Number: 

| If the number you picked was 2-4, Turn to 45. 

| If the number you picked was 5-12, Turn to 338. 


Entry 72 

YOU MOVE DEEPER AND DEEPER INTO THE HUGE PILE OF JUNK AND 
take the sharp turn to the left, losing sight of the stairs going 
up. This makes you a bit uneasy since visibility is so limited. 

The piles of junk here seem endless. You see boxes, crates, bar¬ 
rels, tables, chairs, pottery, cups, plates, all piled haphazardly 
here. It seems like all the trash in the castle and anything that 
others discarded was brought and piled here, for what purpose 
you can’t imagine. 

Would you like to continue? Turn to 149. 

Would you like to stop and search through some of the garbage, 
hoping to find something of value ? Turn to 323. 
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Entry 73 

The writing desk here is of fine mahogany, but like everything 
else in this castle it is badly broken and damaged. Large cuts 
and stains mar the once-beautiful wood and all of the drawers 
are missing, nowhere to be seen. Various papers are scattered 
about on the floor around the desk as well as on top of it. Most 
of these are also stained and look brittle with age. 

Do you search the desk itself? Turn to 337. 

Would you like to look at the papers on the desk? Turn to 66. 

If instead you would like to search the papers on the floor, turn 
to 153. 

If you do not want to search the desk, you can instead look at 
the remains of the canopy bed. Turn to 189. 

Would you rather take a look at the trunk? Turn to 389. 

If you are done searching this area you can leave. Would you 
like to: 

| Go OUT BY THE OPPOSITE DOOR WITH ALL THE JUNK PILED IN 
FRONT OF IT? TURN TO 123. 

| GO BACK TO THE ENTRANCE OF THE BUILDING AND GO UP THE 

stairs? Turn to 365. 

t Head down the stairs? Turn to 284. 

t Leave this building altogether and go back to the Inner 
Bailey? Turn to 63. 


Entry 74 _ 

Looking about the room, you don’t see much of value. In addi- 
tion to the wheelbarrows and rakes amongst the debris, you see 
a total of ten shovels lined up against the wall. The humanoid 
on the floor looks to once have been an adventurer like yourself, 
for you see a now rusty hatchet and rotten shield on the floor 
nearby. You attempt to pick up the sack beside the corpse, but 
the material disintegrates at your touch, revealing that it con¬ 
tains only more dirt and fungus that grown over whatever was 
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originally in the sack. You choose one of the sturdier shovels and 
strap it to your back, then leave this gloomy building. 


Do not forget to add the shovel to your Character sheet. While 
it does not fit in your backpack, because of its weight as you 
strap it to your back, it still takes up 1 backpack item slot. 


Do you now: 

| Continue following the castle wall around to the left 

HAND WALL AND HEAD TO THE BUILDING WITH THE SIGN OF A 
DEER HEAD OVER THE DOOR? TURN TO 214. 

t Or head back to the gatehouse and choose a different 
direction? Turn to 106. 


Entry 75 

Remembering the notes in the diary upstairs, you pull back the 
rug to see a wooden trapdoor in the floor. 

Will you open the trap door and see what lies beneath it? Turn 
to 220. 


Or do you keep searching the main floor? Turn to 157. 

Entry 76 

With no light, you’re reduced to feeling around in the dark, 
not sure where you are heading. You find a wall and follow it 
into the entry chamber, where you can see just a faint light 
from the top of the well. You sigh in relief and make your way 
towards it. 

Pick a Random Number: 
t If the number was 2-8 turn to 437. 

| If the number was 9-12 turn to 90. 
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Entry }} 

Weapon in one hand and light source in the other, you care- 
fully make your way down the ancient steps into the small cellar. 
Wooden shelves line the walls, filled with bottles of now dried- 
up chemicals. All the labels for the containers are written in a 
language you are not familiar with, so you are unsure just what 
is - or used to be - inside them. 

Do you have Perception? Turn to 52. 

If not, pick a Random Number: 

| If the number you picked was 2-4, Turn to 112. 

| If the number you picked was 5-12, Turn to 341. 


Entry 78 

YOU WALK UP TO THE EDGE OF THE HOLE AND SHINE YOUR LIGHT INTO 
it. Beneath you, at the edge of the faint glow cast by your light, 
you can see some kind of cellar. It is quite a ways down and at 
the bottom is a large pile of debris, mostly stone and broken 
boards, probably the remains of however this hole was made. 
Without a rope it will be a difficult climb at best. 

If you would still like to climb down into the hole, Turn to 195. 

Would you like to search the bed? Turn to 494. 

Will you walk over to the open chest? Turn to lfl. 

Investigate the dresser? Turn to 107. 

If you decide to leave, you can go to back to the main room. 
From there will you: 

| Try the stairs going up? Turn to 365. 

| Try the stairs going down? Turn to 284. 

| Leave the Inn and go back to the Inner Gatehouse? 
Turn to 63. 
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Entry 79 

You POUR THE OIL INTO THE LANTERN THAT YOU FOUND IN THE STA- 
bles. You are not sure how many dark places you will encounter, 
but if you do, you will now be ready for them! Feeling a lot bet¬ 
ter now that you have a light source, you put the lantern back in 
your backpack and move on. 

Do you: 

| Examine some of the strange glass objects? Turn to 
328. 

| Inspect the skeletal arm? Turn to 60. 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

t Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 80 

Even from the outer gatehouse, you could see that the double 
doors leading into the stables have been torn off but up close 
you can see that only one door lies on the ground nearby, the 
other door is missing entirely. As you draw nearer, you decide 
that the rhythmic banging sound is definitely coming from with¬ 
in. Upon entering you see a small area used for piling hay ahead 
of you, with a row of horse stalls off to your left. You breathe a 
sigh of relief when you see what is making the banging sound. 
The door to the fifth stall is not bolted, so it is swinging open 
and shut in the breeze. 

Do you: 

| Approach the stall? Turn to 122. 
t Search the Hay? Turn to 179. 

| Leave the stables to look for something more interest¬ 
ing? Turn to 106. 

Do you have Perception? Turn to 310. 

Entry 8l 

Not wanting to test your strength against such a ferocious 
thing, you turn and run down the steps, leaping down the stair¬ 
way so fast your feet only touch about every third step. The 
scream behind you tells you that the Jackal Brute is right be¬ 
hind you. 

Did you reset the trap at the bottom of the stairs? 

If you reset it with a full complement of six arrows, turn to 
179. 

If you reset the trap but used less than six arrows or no arraws 
at all, turn to 155. 

If you didn’t reset the trap, turn to 307. 
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Entry Si 

YOU LIE STILL FOR A MOMENT IN THE DARKNESS, WAITING FOR THE 
feeling to return to your arms and legs. Your breath is the only 
sound you hear - it even echoes off the walls a bit. While the air 
in the well itself was moist, the air here is dry and dusty enough 
to make you cough a little. After a few moments you stand and 
as your eyes adjust to the darkness you see a sliver of light along 
the floor, like light from the underside of a doorway. You step 
across the small chamber with your arms outstretched, and in 
that bit of light, can make out the vague outline of a door han¬ 
dle. 

Turn to 54- 


Entry 83 

Digging through the piled up barrels and casks looking for 
something of interest, you open one after another. You pry open 
a full 30 containers with nothing to show for it before finally giv¬ 
ing up. “Who the heck would build a wine cellar with no wine!” 
you curse, kicking one of the smaller barrels across the room. It 
cracks loudly against the wall underneath an upside down wall 
sconce. You turn to leave but then stop. Why is that wall sconce 
upside down? It obviously cannot hold a torch like that. Walking 
over to examine it, you politely say “Excuse me” to the barrel 
as you nudge it out of the way. Grasping the sconce, you twist 
it to the right with no result, but when you twist it to the left 
there is a soft click and a section of the stone wall swings open. 
Large drifts of dust slough down from the doorway, suggesting 
that this door hasn’t been used in a long time, maybe not even 
when the castle still held people. You peer into the dark passage 
and feel a moist breeze against your face. 

Will you enter the passage? Turn to 230. 

Will you leave this area alone and head to the where the bluish 

green light is coming from? Turn to 44- 

Will you head back upstairs? Turn to 220. 
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Entry 84 

You SLIP SILENTLY OVER TO THE RIGHT SIDE OF THE ROOM WHERE THE 
shadows are deeper. Standing quietly in a dark patch, you freeze 
like a statue when the mad babbling thing looks your way. Slow¬ 
ly, you make your way closer and closer to your prey. After a 
full two minutes, you think that you are close enough to ambush 
your victim. Weapon in hand you launch yourself from the shad¬ 
ows! Time slows as you hurl yourself at your enemy. 

Pick a Random Number. If you have the Stealth Skill, add 2 to 
the number you have picked. 

t If the number you have picked is 2-4, turn to 493. 

| If the number you have picked was 5-12, turn to 424. 


Entry 85 

The surface of the table is crosshatched with countless 
scratches and gouges after untold years of being used as a cut¬ 
ting surface. Standing next to it you notice that it still emits a 
faint leathery smell from its surface. After checking the top, you 
look underneath hoping to discover something new, but there is 
nothing there. As you are about to leave you think you notice 
one last thing. 

Do you try to climb up on the table? Turn to 11j. 

If not, you can continue searching the room. Do you? 

Investigate the loom? Turn to 187. 

Call out to the people upstairs? Turn to 6. 

Start to move the blockade? Turn to 362. 

If you decide to leave this place, will you go to: 

The Northwest courtyard? Turn to 191. 

The courtyard in front of the Inner Bailey? Turn to 63. 
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Entry 86 

With a slight sputter, the flame catches and the lantern 
starts to cast its light around the room. When you shine it to 
the right side of the building you can feel your heart rate accel¬ 
erate. The light you carry wobbles as you cannot control your 
trembling in fear. 

On top of a huge refuse pile, sits an enormous mushroom. It’s 
reddish grey in color and at least three or four feet tall. Horrify¬ 
ingly, the cap of the mushroom has a distinct human face, now 
twisted in pain and anguish. At the same moment your mind 
registers what you are seeing, its eyes snap open and the mouth 
emits an ear-piercing shriek. 

Do you: 

| Attack the fearsome thing? Turn to 346. 

| Run away? Turn to 101. 
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Entry 8? 

There’s another strange lump on the bed like the dog in the 
middle of the floor. This time it is still recognizable, but you 
wish it wasn’t. The lump is a body of an adult woman, but 
that is about all you can discern about it. It too is covered in 
the same fungal growth that blankets the rest of the room. You 
cannot see eyes or a nose, but her mouth is twisted into a silent 
scream for all eternity. The rest of her body is just a mound of 
mushrooms, moss and lichen. 

Do you want to try and search the bed? Turn to j. 

If you investigate the dresser or wardrobe along the leftmost 

wall, turn to 211. 

Do you inspect the table and chairs? Turn to 120. 

If you would like to search the body of your opponent by the 

door? Turn to 300. 

Do you investigate the metal pipe in the center of the room? 

Turn to 176. 

Do you leave ? If so, head back down the rickety stairs and turn 

to 63. 
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Entry 88 

You CROSS THE COURTYARD TO THE LARGE BUILDING, THE SIGN ABOVE 
the door depicts a bed with a few letter Z’s above it. The door is 
open a few inches and you can see from outside that it leads into 
a small entrance way with another door just a few feet away. 
The inner door is fully closed. 

Do you enter the front door and head to the second door? Turn 
to 291. 


If you decide to go elsewhere, do you want to: 

Go across the courtyard to the well? Turn to 309. 


Head to the building with the double doors next to the stables? 
Turn to 178. 


Return to the Outer Bailey? Turn to 106. 

Head to the Inner Bailey? Turn to 63. 

Investigate the other large building next to the courtyard with 
the well? Turn to 24.1. 
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Entry 89 

With the snake lying dead at your feet, you can now look up 
into the chimney. You peer up into the blackened area, but it 
quickly narrows so much so you cannot stand up without hitting 
your head on the soot filled ceiling. Do you reach your hand up 
into the flue? 

If you reach your hand into the flue, not knowing what could be 
lurking up there, turn to 388. 

If you would now like to investigate the kettle (if you haven’t 
already), turn to 185. 

If not, you can move on. Would you like to: 

| Look at the bar and huge axe embedded in it. Turn to 
295. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 


Entry go 

As YOU FLEE OUT OF THE DARKNESS, YOU TRIP ON SOME LOOSE GRAV- 
el and pitch forward into the hole in the side of the well you 
made earlier. The rest of it breaks apart as you slam into it and 
a piece of the stone bounces off of your temple stunning you. 
You hit the waters below and never regain consciousness. 

THE END. 
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Entry 91 

YOU LAUNCH YOURSELF INTO SPACE TO GET TO THE OTHER SIDE OF 
the stairs. You easily clear the gap but land wrong and twist 
your ankle (mark off 2 Hit Points) and tumble down the stairs, 
ending face down in the dirt. 

Spitting dust out of your mouth, you stand up and brush your¬ 
self off. You find yourself near the Inner Bailey and head to a 
new location. 

Will you now: 

| Head down the alleyway between the stables and the 
smithy? Turn to 250. 

| Investigate the shop with the sign of a needle and 
thread? Turn to 193. 

| Walk up to the large building in the northeast corner 

WITH THE SIGN OF A BED? TURN TO 88. 

| GO TO THE LARGER BUILDING IN THE SOUTHEAST CORNER IN 
BETTER CONDITION? TURN TO 241. 
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Entry 92 

Creeping closer to the stall, you reach out and quietly push 
the stall door open. With a soft creaking sound it swings all the 
way open, but when you look inside, there is nothing! The stall 
is completely empty! 

You spend just a moment wondering what happened before you 
see something moving under the dirt and hay on the floor of the 
stable. In fact, you see two things: they look like a pair of enor¬ 
mous centipedes with bodies that seem to be made out of brain 
tissue! You jump back from these horrors, collecting your cour¬ 
age. They are Telepapedes: monstrous insectile creatures with 
mysterious mental powers. You must fight both telepapedes as 
one creature. Because you see the creatures before they see you, 
adjust your AV by +1 for the first round of combat only. 


Telepapedes 

AV: 1 Armor: 0 DMG: 1 Hit Points: 6 

SPECIAL: Because Telepapedes attack with deadly mental 
powers, any Armor you might be wearing does not reduce dam¬ 
age you receive from any successful attack they make. 


If you win, turn to 240. 
If you lose, turn to 217. 
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Entry 93 

As YOU BEGIN TO SIFT THROUGH THE BROKEN TABLES AND MISCELLA- 
neous debris, you notice a pile of rags in the corner. You stare 
at it for a moment considering whether or not there might be 
anything worthwhile in the pile. The stench of the rags reaches 
your nose, a reek of sweat and human waste. 

Do you keep searching the broken tables and chairs on the 
floor? Turn to 418. 

If you would like to search the rags, Turn to 395. 

If you would like to leave those things alone, would you rather: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 


Entry 94 

YOU YANK BACK THE COVERS OF THE BED, HALF EXPECTING SOME- 
thing to jump out at you, but there is nothing there. Replacing 
the bedclothes, you continue to look around the room. 

If you have not searched the dresser you can now. Turn to 317. 

If not, you make your way out of the building and decide where 
to go next. Turn to 191. 
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(Image 95) 


Entry 95 

You pick up the blood-soaked twine and tug on it to test its 
strength. It snaps easily in your hands. You are about to leave 
when your eye catches a glimpse of something behind the candle 
rack. It is a thick candle a little longer than your hand, made 
of grayish-black wax shot through with greenish veins running 
through it. It’s an ugly thing, but there’s a horrifying carving in 
one side of the candle, a lifelike face, with its mouth open and 
twisted in terror unlike anything you have ever seen before. You 
shiver just looking at it and even back up a step, shuddering at 
the thought of whoever made such a thing. 

Do you: 

| Decide the horrible candle is something you should just 
LEAVE ALONE? TURN TO 143. 

| Think that the hideous candle might be of some use? 
Turn to 248. 
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Entry 95: A horrifying black candle. 

























Entry g6 

Opening the trapdoor, you see a ladder leading down into a 
dark room with boarded up windows. Though you can’t see 
much in the room because of the darkness, you begin climbing 
down into it anyways. Suddenly, something sharp slices into your 
leg! You scream in pain and look around to see two jackal-head¬ 
ed humanoids (not quite as brutish as the one in the Bowyer’s 
building) trying to impale you on their spears! Mark off 2 Hit 
Points from the damage you receive from the two He-Jackals 
before you can get out your weapon and attack. 

You must fight the two He-Jackals as one creature. 


He-Jackals 




AV: 1 

Armor: 0 

DMG: 3 

Hit Points: 7 


If you win, turn to HO. 
If you lose, turn to 217. 
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Entry 97 

The flame of your light source sputters a bit then turns into 
a full healthy glow as you take a look around this room. The 
first thing you see is a large stain in front of the door. It is not 
blood; it is semi-clear, so you can’t begin to guess what the sub¬ 
stance might be. There is no sign of whoever made the whisper¬ 
ing noise you heard earlier. There is a simple, but comfortable 
looking bed in the center of the room. On the right side of the 
room are a small chest of drawers and a trunk with the lid open. 

Directly in front of you, on the left side of the room, is a gaping 
hole in the floor. The boards have rough, jagged edges, so they 
were obviously broken rather than cut, but you are not certain if 
they were broken downwards or upwards. What you are certain 
of however, is that someone or something is watching you. There 
is an uneasy feeling in here and you feel very vulnerable. 

Do you: 

| Walk over to the open trunk? Turn to 141. 

| Investigate the dresser? Turn to 107. 

t Search the bed? Turn to 494. 

| Try to peek over the edge of the hole in the floor to 
SEE WHAT YOU CAN SEE? TURN TO 78. 

Decide to leave ? If so, you go back to the main room: 

| Then take the stairs going up? Turn to 365. 

| Take the stairs going down? Turn to 284. 

| Leave the Inn and go back to the Inner Gatehouse? 

Turn to 63. 
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Entry 98 

The chandler’s shop is much as you left it except that the 
buzzing of the flies is louder. The wax people you slew earlier are 
still here, now black with hungry flies. Toward the back wall is a 
large black vat on an iron stand over a fire pit in the floor. The 
few flies buzzing around it before appear to have abandoned it in 
favor of the wax-covered corpses. Four large racks for candle dip¬ 
ping still line the walls in the back of the building, and a large 
puddle of ancient wax drippings covers the floor before the racks. 
A few moldy candle wicks, smashed glass bottles, and burnt 
down candle stubs are strewn across the floor. Remains of some 
workbenches remain, still bolted to the wall, but the majority of 
the benches are missing. In the far right corner of the building is 
a stairway leading to the second floor. 

Do you: 

| Investigate the vat? Turn to 401. 

| Inspect the candle racks? Turn to 490. 

| Look through the workbenches? Turn to 383. 

| Climb the stairs to the second floor? Turn to 3. 

t Do YOU LEAVE THE BUILDING? TURN TO 191. 
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Entry 99 

Tearing the webs from the body is hard work. Your arms ache 
and more than once you freeze, listening, certain you heard 
movement from somewhere, but you can’t be sure if it was from 
within the building or out in the courtyard. You take a break to 
peer out of the web covered window but all you can see is the 
immediate ground nearest the building; everything else is ob¬ 
scured by the strange mist. You get back to work, and finally cut 
the body down from the ceiling. You thought there were spiders 
crawling around the room before, but now they swarm like angry 
bees around the spot where the body was hanging. Luckily, they 
do not venture to far from any webbing, so with most of the 
webs cut out of the way you only have to brush a few from your 
arms and shoulders. 

The body itself looks like it could not have been here more 
than a week at the most. Searching the pockets, you find a spare 
tinderbox, a pouch of dried tobacco, a whetstone and another 
pouch, containing 4 silver coins. 

There’s a ring on one finger; slipping it off you see that it is 
some kind of a signet ring, the kind someone would use to press 
their insignia into hot wax to seal a letter or sign an official doc¬ 
ument. The sign on the ring shows some kind of tower. 

If you take the ring, add “Signet Ring” to your Character Sheet 
under special items. You can take any of the other items from 
the dead man’s pockets, each taking up one slot in your back¬ 
pack. 

Brushing the remaining spiders from your clothes and hair, 

YOU QUICKLY LEAVE THIS ROOM. TURN TO 159. 
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Entry loo 

Staring at the painting of the cat, you cannot help but admire 
the craftsmanship of it. The masterful brushstrokes provide so 
much detail you almost feel that you could reach into the paint¬ 
ing and pet the cat. The instant this thought enters your mind, 
you are sure you hear purring! You lift a corner of the painting 
away from the wall to see if there is anything behind it, but find 
nothing. You almost expect the cat to move, and you reach out 
to touch it but all you feel is the ridges of the thick oil paint. 
The purring continues for a full minute and by that point you 
are no longer sure if the sound is in your mind or if it is some 
kind of magic. As abruptly as it started, it suddenly ends. You 
step back, wondering if anything else will happen but nothing 
more happens. As you turn to leave you realized you are fully 
healed! Erase any damage you have written on your Character 
Sheet. 

If you would like to look at a different painting, turn to 32. 

If you would rather search the room, turn to 257. 

Entry 101 

Running as fast as your feet can carry you, you soon leave 
your adversary behind. 

When you stop to catch your breath, you realize that you have 
run all the way back to the Outer Gatehouse. Resolving to be 
more careful in the future, you continue your journey. 

Cross the grass building off the map; you can no longer enter 
there. 

Turn to 106. 
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Entry 102 

YOU FAKE A LUNGE AT THE BABBLER QUEEN, BUT AT THE LAST MO- 
llient you switch direction and leap for the exit, even diving out 
the door the last few feet. There is a cackle like you’ve never 
heard from a mortal throat from the room behind you, and some 
kind of bright light. Then, only stillness. After a moment or two 
of silence, you peek your head around the corner, and see the 
fallen guards, the throne, and nothing else. 

Do you take a chance on heading back into the room? Turn to 
315. 


If you wish to leave, you can head back downstairs, turn to 165. 

Entry 103 

Before the defeated She-Jackal even hits the ground, you 
leap to the now open front door to the brewery. You see the 
familiar weapons and such strewn about on the ground, but no 
sign of the escaped She-Jackal. You silently curse under your 
breath and go back inside, making sure to close and bar the door 
so no unwanted visitors can sneak up on you. 

Do you: 

t Search the remaining He-Jackal and She-Jackal? Turn 
to 318. 

| Peer into the copper kettle? Turn to 261. 

| Investigate the crates? Turn to 492. 
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Entry 106: The view of the outer bailey. 
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Entry 104 

After searching the room, the only way to go is down. When 
you creep hesitantly through the only doorway, you hud yourself 
at the top of a flight of stairs heading down to the main floor. 
You feel heat on your face and the smell of beer is even stronger 
here. 

Do you have the Stealth skill? Turn to fl. 

If you do not have Stealth, turn to 175. 

Entry 105 

As YOU CROUCH DOWN TO PEER THROUGH THE HOLES, YOU SEE ROUGH 
edges where the mortar once held a brick. This brick was chipped 
out, and recently, since the places where the mortar is gone are 
still a bit cleaner and paler than the originally exposed surfaces. 
Someone intended to spy on something, but what? With four or 
five holes exactly like it, and right next to a door, you cannot 
begin to guess what this ‘something’ could have been. 

You NOW STEP UP TO THE DOOR. TURN TO 289. 
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Entry 106 

Standing with your back to the leaning towers of the outer 
gate, you look about. A row of buildings extends off to your left 
with the closest one looking more like a pile of dirt and grass 
than an actual building. Behind the grass building is a ruined 
tower, and just past it, the wall takes an almost 90 turn to the 
right, angling slightly away from you. Nearest to you on that 
wall is a sturdy wood building with a sign above the door show¬ 
ing the head of a stag. Directly ahead of you is a building that 
was obviously some sort of stables, but now one of the doors 
has been torn off and lies flat on the ground a short ways away; 
a rhythmic banging sound can be heard coming from within. A 
badly damaged two story building is to the right, of the stables. 
Chunks of stone lie scattered around it and a few rusted weap¬ 
ons can be seen still protruding from the large double doors 
leading to its interior. Directly in front of the damaged building 
and to the right of the outer gates is a small courtyard, with the 
remains of an old well in the center; a large wooden building can 
be seen beyond the courtyard, barely visible through the mist. 

Do you: 

| Examine the first grass covered building to your left? 
Turn to 373. 

| Head along the wall to the left, bypassing the grass 

COVERED BUILDING, AND EXAMINE THE BUILDING WITH THE SIGN 
OF A DEER HEAD? TURN TO 214. 

| Explore the stables, to see what is making that noise? 
Turn to 80. 

t Search the damaged building to the right of the sta¬ 
bles? Turn to 178. 

| Walk to the courtyard to the east and investigate the 
CRUMBLING WELL? TURN TO 309. 

| Bypass the well, and cross the courtyard to the large 
BUILDING BEYOND IT? TURN TO 241. 
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Entry 107 

The dresser is a bit smaller than you were expecting, the size 
a child or a dwarf might be comfortable with. As you begin to 
search through the drawers, and at first it seems to be filled only 
with old rotten clothes, all sized for a little girl. A dozen pair of 
tiny socks, some blouses and so on. But then you come across 
something peculiar. 

Does the name “Zelona” mean anything to you? If so, subtract 
262 from the number you were given when you heard this name 
before and go to that entry. 

If this name means nothing to you, turn to 263. 


Entry 108 

YOU LOOK UNDERNEATH THE TABLE TO SEE IF THERE WAS ANYTHING 
stuck to the bottom of it, but find nothing. Just as you decide to 
look elsewhere, you see the glint of metal on the floor under the 
table. Digging through the growth on the floor, you find an iron 
key with the number 184 on the handle. You also find 2 gold 
coins which you pick up and place into your coin purse. As you 
get up to leave, the table finally gives in and falls apart, kicking 
up some spore for its trouble. “You missed me!” You crow at it, 
knowing you are mocking something that cannot hear you. You 
sheepishly look around to make sure no one saw you. You con¬ 
tinue on your way. 

Now would you like to: 

| Investigate the dresser or wardrobe along the leftmost 
wall? Turn to 274. 

t Search the bed? Turn to 87. 

| Investigate the metal pipe in the center of the room? 
Turn to 476. 

t Search the body of the thing by the door? Turn to 300. 

| Head down the rickety stairs and leave this place? 

Turn to 63. 
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Entry log 

YOU APPROACH THE THING WITH YOUR EMPTY HANDS HELD OUT BE- 
fore you, not completely sure if it is still human or not. It almost 
certainly once was, since the similarities cannot be mere coinci¬ 
dence. As you approach the thing it finally notices you. It drops 
the stick it was playing with and howls a bit, followed by more 
of its babbling language. It begins to take a few more steps clos¬ 
er to you, and at that moment, two more similar creatures come 
through the door. The first is almost at your feet, and you sus¬ 
pect if it stood up it would almost be your height, but instead it 
moves around on all four like a dog. 

“Hello.” you say, “Can you tell me about this place?” Instead of 
replying to you, it turns and gibbers something to the two who 
just entered, and they begin approaching as well. 

Do you allow the other two to approach? Turn to 371. 

Do you back up, and put your hand on your weapon? Turn to 

286. 


Entry 110 

Hanging above the door here is a sign showing a tankard of 
ale, so you guess that this must either be a tavern or a brewery. 
It’s clear that a large battle took place in the street below the 
sign. Splintered wood, broken weapons and torn bits of clothing 
and leather litter the street in front of the building. The door, 
while not perfectly new, looks newer than the building itself, 
suggesting that it has been replaced at least once. 

Do you: 

t Search the items and junk strewn across the street? 
Turn to 461. 

| Walk up to the door and attempt to enter the build¬ 
ing? Turn to 347. 

| Leave this place and look elsewhere for something in¬ 
teresting? Turn to 191. 
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Entry ill 

Looking around the top floor of the bowyer’s shop, the most 
prominent thing you notice is the total lack of any furnishings. 
The upstairs contains only a pile of rags in one corner, various 
gnawed limbs scattered across the floor, and a hole in the corner 
of the ceiling where light and mist are leaking in from outside. 

Do you: 

t Search the bones and limbs on the floor? Turn to 366. 

| Against your better judgment, look over the hay and 
rags the Jackal Brute used for a bed? Turn to 447. 

| Try to climb through the hole in the ceiling to the 
ROOF? 491. 


Entry 112 

One of the vials you pick up to inspect slips out of your hand! 
You snatch it out of the air just in time to prevent it from shat¬ 
tering. You breathe a sigh of relief — who knows what kind of 
chemicals are in these? Will they kill you if you inhale them? 
You suddenly decide that there is nothing else of interest here 
and you would like to leave the enclosed space of the cellar. As 
you head back upstairs, careful not to trip on any of the more 
rotted-looking steps, you murmur to yourself dejectedly, “Maybe 
I should leave the trapdoor open so the maid can find this place 
more easily next time.” 

YOU CLIMB THE REST OF THE WAY UP THE STAIRS. TURN TO 151. 
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Entry 113 

Using your full weight, you hold the spring that launches the 
arrows in place while moving the latch to hold it down until 
someone steps on the floor board that will spring the trap. The 
last thing you need to completely set the trap is a quiver of ar¬ 
rows (Crossbow bolts will not fit). 

Do you have a full quiver of six arrows? 
t If so, turn to 439. 

t If not, turn to 332. 


Entry 114 

The benches here are covered in deep gouges, maybe from when 
the bowyer slipped or missed his mark. Even the iron clamps 
have a few deep scratches. Aside from a few remaining wood 
shavings, you do not find much of interest here, so you decide to 
move on. 

Do you: 

| Investigate the arrow pieces at the bottom of the 
stairs? Turn to 51. 

| Head up the stairs? Turn to 267. 

| Think this place has been thoroughly looted and leave? 
Turn to 191. 
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Entry 115 

As YOU APPROACH THE BUILDING, THE SMELLS OF LEATHER TANNING 
offend your nose. The chemical stink still lingers here even 
though the place is obviously long abandoned. You try to cover 
your mouth with your sleeve as you enter the building, as the 
smell is starting to make you a bit light headed. 

Do you try to enter? Turn to 56. 

Head to your left, back to the Outer Gatehouse? Turn to 106. 

Head to your right, entering some kind of courtyard in the cor¬ 
ner of the outer bailey? Turn to 191. 


Entry 116 

YOU START SIFTING THROUGH THE BONES AND DEBRIS, READY FOR AN- 
other attack. Some of the junk has been here so long and is so 
brittle, it crumbles at the slightest touch. Towards the bottom 
of the pile you catch a glimpse of something that glints like 
gold. Upon inspection however, it is not gold at all, just a brass 
lantern half covered in hay. It has a small crack in the glass but 
looks like it will still work. When you try to ignite it, nothing 
happens since it is completely empty of oil. (The lantern takes 
up one backpack space and will not operate unless you find a 
flask of oil to fill it with). The only other thing you find is a belt 
pouch containing 2 coins. 

YOU DECIDE TO LEAVE THIS PLACE AND CONTINUE YOUR JOURNEY. 

Turn to 106 and note there is nothing to be found now in 
the Stables. 
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Entry 117 

Rolling up your sleeve, you hesitate for a moment at the 
thought of what you are about to do. The smell is horrid and 
foul, but you stretch your hand down into the ooze. It clings to 
you like a second skin and makes disgusting slopping sounds 
as you search around in the vile glop. After a full minute of 
searching, just before you give up rather than lose control of 
your stomach, your hand strikes a small square-ish object. You 
quickly pull your hand up and find you are holding something 
wrapped in a piece of old leather, tied with strips of cloth, bare¬ 
ly holding together. 

Placing it on the floor you quickly wipe the gunk from your 
arm and proceed to open the mysterious package. Inside you 
find a stopped glass vial filled with a yellow liquid, like liquid 
sunlight. Voyberry Juice! Known for its incredible healing prop¬ 
erties, this one vial can either: 

- Cure 6 Hit Points. 

- Remove all disease from the drinker, or 

- Purge your system of poison. 

There is enough in the vial for one drink only, so use it wisely. 
Not believing your good luck you almost miss the 3 coins also 
hidden in the wrappings. You smile at your good fortune and 
pocket your new found treasures (do not forget, the Voyberry 
Vial takes up one space in your backpack. Add the coins to the 
total in your belt pouch). 

Do you now: 

| Head to the workbench? Turn to 137. 

t Go upstairs? Turn to 213. 

| Decide you have had enough of this place and leave? 

Turn to 191. 
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Entry 118 

YOU GRASP THE ROPE FIRMLY AND START TO CLIMB ACROSS, PUTTING 
one hand in front of another. Your muscles are straining and 
you have to grit your teeth to continue. You’re about halfway 
there when you misjudge the distance you must stretch to reach 
the next section of rope. The tips of your fingers just brush the 
rope, but you can’t grasp it! You dangle there by one arm for 
a moment, certain you are going to fall, but you gather your 
strength to extend your arm again and grasp the rope. You 
strain to make the rest of the climb, but you finally reach the 
other rooftop and pull yourself up onto it. Your arms feel like 
they are on fire from the endeavor but after a short rest you set 
off to explore the rooftop you’ve worked so hard to reach. 

Turn to 150. 


Entry 119 

Sticking to the shadows, you move up behind the He-Jackal at 
the kettle in nearly perfect silence. Before the other two realize 
what is going on, you strike it with such force, that the He-Jack- 
al spins around in a circle before collapsing. The two remaining 
drop what they were carrying. One pulls a dagger from its belt 
and gets ready to attack. The other turns and runs. 

Bo you: 

| Attack the She-Jackal with the weapon? Turn to 421. 

t Go AFTER THE SHE-JACKAL THAT IS TRYING TO FLEE? TURN 

TO 358. 
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Entry no 

The table and chairs are in bad shape. It looks like the only 
thing holding them together is the fungal growth that covers 
them. As if almost on cue, the left most chair falls completely 
apart, producing a small cloud of spores, which dissipates after 
a second or two. 

Do you keep searching the table and chairs? Turn to j8j. 

If not, you keep searching the rest of the room. 

If you investigate the dresser or wardrobe alone the leftmost 
wall, turn to 21 j. 

If you would like to search the bed, turn to 87. 

Do you investigate the metal pipe in the center of the room? 
Turn to 176. 

Do you search the body of the thing by the door? Turn to 300. 


Entry 121 

Making a split second decision, you push yourself forward to 
try and grab the landing. The next two steps collapse as well 
and you land painfully on your knee (mark off 1 Hit Point) 
but you have made it to the landing for the second story of the 
smithy. 

Turn to 50. 
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Entry 122 

YOU MOVE CAUTIOUSLY DEEPER INTO THE STABLES TOWARD THE BANG- 
ing door, but it comes to a stop with a soft creak when you are 
just a short distance away. Only your breath can be heard in the 
silence now. 

t Do YOU CONTINUE TOWARD THE STALL? TURN TO 246. 

| DO YOU LEAVE? TURN TO 106. 

| DO YOU HAVE THE STEALTH SKILL? TURN TO 92. 


Entry 123 

YOU APPROACH THE DOOR ON THE RIGHT WITH THE DEBRIS PILED 
against it. You see that the debris consists of iron racks, a few 
cinder blocks and similar chunks of heavy things. Hardly any 
wooden items can be seen here. Until all of the ruined items are 
moved, you won’t be able to open the door to this room. 

Do you move the debris to try and open the door? Turn to 281. 

Do you try the door to the left that has no debris in front of it? 
Turn to 316. 


Do you leave this area and try going upstairs? Turn to 365. 

Do you leave this area and try going downstairs? Turn to 28j. 
Do you leave this building altogether? Turn to 63. 

Entry 124 

Approaching this building you see the door has been smashed 
to pieces. The faint sour noise of flies buzzing can be heard from 
inside. Stepping over the wooden splinters in the doorway, you 
enter the gloomy interior. 

Is this your first time in the chandler’s shop? Turn to All. 
Have you been in the chandler’s shop before? Turn to 98. 
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Entry 125 

Your weapon hits the rope with a flat slap, as though it was 
made of wet mud. The ropes come to life with a piercing inhu¬ 
man wail and coil around you like tentacles. They are not ropes 
at all; they are tendrils of a Rust Vine! The Rust Vine does do 
no damage to you when it attacks, but anything metal it touches 
turns to rust. Each strike with your weapon will kill one of the 
vines. 

First choose three items made of metal from your Character 
sheet. This includes: all metal weapons, even silver, Helmets, 
armor that is not leather, all shields (wooden shields have metal 
nails) and even backpack items. 

Roll a Random Number three times, make note if you roll a 
7 or above each time. This represents if you can stop the three 
attacks of the Rust Vine with your wooden weapon, i.e. If you 
roll 11, 3 and 7. You prevented the first and the last attack and 
only have to see if one item rusts. 

To check if an item rusts: 

If the number is 2-10, the item rusts into uselessness at amaz¬ 
ing speed. Cross it off of your Character Sheet. 

If the number you roll is 11-12, the item resists the touch of the 
Rust Vine. 

As the Rust Vine touches the second and third items, if you did 
not block any of its attacks, its corrosive juices become weaker 
and weaker. Add 2 to the number you pick for the second item 
and 4 for the third item. You get to choose the order they get 
attacked. It is more likely items attacked later will survive. 

The Rust Vine only strikes three times before you slay it with 
your wooden weapon. When the vine dies, the tendrils become 
weak and brittle and the main bulb they are attached to shrivels 
up like a raisin, almost as if it was rusting itself. With most of it 
crumbling and blowing away in the breeze, you now have no way 
to get up to the roof of the building, you can search the room 
freely but you only find the odd bit of leather or wood. Most 
likely these are the remains of the vines’ earlier “meals”. 

Your only option now is to leave. Turn to 365 
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Entry 126 

Using your momentum, you drive your weapon into the 
She-Jackal’s stomach before she can even raise her weapon. 
Without pausing even to make sure she’s really dead, you race 
outside after your fleeing prey and stop the fleeing She-Jackal 
in the street just outside the door, amidst all broken weapons. 
She hisses at you, “Hrarf, nen fwy-ywark Krrroka!” You do not 
understand the strange language but you can definitely see her 
extending her its claws and teeth as she prepares to attack you. 


She-Jackal 




AV: 0 

Armor: 0 

DMG: 2 

Hit Points: 4 


If you win, turn to ffO. 

If you lose, turn to 21 7. 

Entry 127 

As YOU GET CLOSER TO THE VINES, YOU NOTICE A NUMBER OF SMALL 
bones scattered about in the grass at the base of the wall. Look¬ 
ing more closely, you see they are bones of small animals and 
birds, at least a dozen or more. Some of them look fresh and 
could have been here less than a week. 

Do you: 

| Step up the wall and attempt to climb it? Turn to 21. 

t Go BACK TO THE GATEHOUSE AND TRY TO CRAWL UNDERNEATH 

it? Turn to 360. 
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Entry u8 

YOU SPLASH ALONG A BIT FURTHER AND FINALLY COME TO THE END OF 
the water. Glad to be out of it at last, you step up onto the dry 
stone floor and shake the water from your feet. The passage 
curves a bit to the left here, and as you follow it, the piles of 
broken junk fall away. You can see the first sections of bare wall 
you have seen in this cellar. Oddly, there appear to be a few 
bricks missing in sections of the wall, all about chest height. As 
you approach these holes, the edge of your light moves over a 
wooden door also set in the same wall. Ahead of you, the pas¬ 
sage straightens out and continues on. 

Do you: 

| Open the wooden door? Turn to 289. 

| Peer into the holes? Turn to 105. 

| Try to find your way back through the maze and find 
THE STAIRS LEADING UP? TURN TO 169. 


Entry 129 

YOU REACH OUT TO GRAB THE CANDLE, BUT AT THE LAST MOMENT 
pull your hand back and look away from it. You can’t shake the 
feeling that you should go back and pick the candle up, but you 
fight off the urge. Not wanting to remain in this area any longer 
than you should, you briskly walk over to the stairs and climb to 
the second story of the building. 

Turn to 3. 
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Entry 130 

The shimmering silvery ball of energy hits you solidly in the 
shoulder and makes your whole arm burn like fire even though 
there are no flames to be seen (Mark off 2 Hit Points). Your 
screams of pain alerts the Babbler Guard to your location and 
now you must turn to face him while the queen prepares another 
spell. 

Turn to 196. 


Entry 131 

The only thing you find behind the registry desk is a large 
tome left on the floor. It is bound in greenish-black leather and 
covered with tiny shavings of paper and mouse droppings. O 11 
top of the desk are some wax blobs, as if someone once had set 
candles here to burn. There is also a brass letter opener sharp 
enough to be used as a dagger. 

Do you search the book? Turn to 112. 

Do you look at the strange writing on the walls? Turn to 306 

Do you attempt to cross the large room? Turn to 12. 

Do you take the stairs up ? Turn to 365. 

Do you take the stairs down? Turn to 28f. 

If you leave you will be in the courtyard by the Inner Bailey. 
Turn to 63. 

If you take the letter opener to use as a dagger, mark it on your 
Character Sheet. Remember, you can only carry two weapons. 
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Entry 132 

YOU STRIKE THE JACKAL BRUTE WITH ALL YOUR MIGHT AND IT SLUMPS 
to the floor, not moving. After making sure the accursed thing is 
dead; you rest for a moment before starting to search the room. 

Turn to 111. 


Entry 133 

Your light sputters to life, reaffirming what you already 
thought, the windows are solidly boarded up and there is not 
even a scrap of furniture here. Taking a few steps forward, you 
see the dead humanoid lying face down along the far wall near 
the windows. In the light you can see that it is most likely a 
human in chainmail armor, but the armor is shredded and large 
portions of its back seem to be torn away. You stop in your 
tracks and slowly take a step back wondering whether it’s safe 
to be here. While you’re contemplating the manner of the hu¬ 
manoids death, a dark lump starts to take form on the ceiling, 
glistening with slime in your light. The lump clots and bubbles 
into the shape of a skinless, headless dog covered with the same 
dark slime which seems to constantly move independently of the 
rest of the thing itself. You realize the “whips” you saw were two 
tentacle-like appendages coming from the dog-thing’s underside. 
Both tentacles end in a sucker-like mouth lined with teeth. Even 
on the ceiling the thing stalks you as if a wolf would stalk its 
prey. 

The two tentacle mouths whisper as they move towards you. 
One hisses “thanksforfrreeeeEEEEEeeeeedoom” and at the same 
time the other giggles and says “runwalkfleestandchasebitehate- 
geteatyum’. 

The thing is on you quickly and you must fight it. 


Slime Thing 



AV: 1 Armor: 1 

DMG: 3 

Hit Points: 5 


If you win the battle, turn to 385. 
If you lose, turn to 217. 


Benny 


95 








Entry 134 

As YOU PULL THINGS FROM THE LARGE PILES OF JUNK, YOU CAN FEEL 
parts of the pile shift and slump. More than once you jump back 
because you think you might be about to bring the entire pile 
down around your ears. After a few moments of searching, you 
find the following: 

- A two handed axe, the kind a lumberjack would use. The 
blade is so dull, it is practically a club (if you take it remem¬ 
ber you can only carry two weapons at a time, so adjust your 
Character Sheet accordingly). 

- A small burlap sack filled with broken pottery shards; and 

- A moth-eaten old bear pelt. 

The sack or the pelt, will each take up two spaces in your back¬ 
pack. If you take any of the items make the necessary adjust¬ 
ments to your Character Sheet and you continue on your way. 

As you are getting ready to move on, you spot something out 
of the corner of your eye. 

Pick a Random Number. If you have Perception, add 2 to the 
number: 

| If the number you picked was 2-7, turn to 445. 

| If the number you picked was 8-12, turn to 369. 
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Entry 135 

The bladder falls to the ground and for a second nothing 
happens Just as you exhale, it erupts into a ball of fire! The 
flame hits you full force and you reel in pain as your skin blisters 
and burns (Mark off 4 Hit Points). If you are still alive you roll 
around in the dirt to put yourself out. After a few minutes you 
get up shakily and look around. The area is still quiet despite 
the blast, and you see a large burn mark on the side of the 
building where the bladder exploded. You get the feeling that 
you were lucky and the explosion could have been a lot worse. 
Standing up and brushing the dirt from your clothes, you decide 
it would be unhealthy to disturb more of the bladders. 

Do you now 

| Enter the Leaping Cat Pub? Turn to 443. 

| Leave this dangerous place? Turn to 309. 


Entry 136 

YOU STRIDE OVER TO THE END TABLE, READY FOR ANYTHING. YOU 
pick up the towel to investigate it, but it is just a finely-made 
towel. It is even still a bit fluffy, if dusty. This is strange in and 
of itself. How did such a towel get here? Why isn’t it rotten 
and torn like everything else here? With these questions still in 
mind you replace the towel and prepare to continue your search. 

Will you now: 

t Search the desk? Turn to 262. 
t Head back outside? Turn to 191. 
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Entry 137 

The workbench is strewn with old rusty tools and rotted 
pieces of leather that cover up sections of the table. A few old 
tools are scattered about the floor as well. This whole area looks 
to have been pretty well searched through by looters or previous 
adventurers. 

Would you like to: 

t Search the tools on the table? Turn to 266. 

| Dig through the debris scattered about on the floor? 
Turn to 298. 

| Head to the vat? Turn to 380. 
t Go upstairs? Turn to 213. 
t Leave? Turn to 191. 

Entry 138 

Removing the cobwebs is difficult work and takes a while. 
They stick to everything and more than once you have to yank 
your weapon free while trying not to end up getting caught 
yourself. After chopping away at the adhesive threads for almost 
a full ten minutes, you finally reach the wardrobe and start to 
clear it off enough to open it. 

Turn to 355. 
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Entry 139 

YOU KICK AROUND THE REMAINING ASH WITH YOUR RIGHT FOOT. EVEN 
though the queen burst into flames, the ash is not hot at all. 
Picking up the metal pieces that are all that’s left of her crown, 
you find nothing exceptional about them; they’re just shiny piec¬ 
es of metal that caught the eye of a broken mind. You shake 
your head in bewilderment, wondering just who these people 
were and what happened to them that changed them into these 
degraded creatures. 

Will you now: 

| Investigate the “throne”? Turn to 226. 

| Look around the room? Turn to 265. 

| If you wish to leave, do you: 

t Head back to the room with the purplish ropes? Turn 
to 186. 

t Go BACK OUTSIDE TO THE INNER BAILEY? TURN TO 63. 
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Entry 140 

These living quarters were once quite exquisite, but now they 
are ruined and reek of old beer. There is an ornately carved 
bed against the wall to your right, but now the once beautiful 
frame lies smashed and heavily gouged. The mattress still lies on 
the broken frame but it is badly torn and its insides have been 
pulled out and are now scattered around the room. A mahogany 
dresser also lies smashed on the wall across from the bed. Its 
drawers are missing and anything that was once inside of it is 
gone. Two wooden stools sit in the middle of the room, one up¬ 
right, the other lying on its side. The wall to your left is covered 
with a once regal tapestry depicting some kind of outdoor scene. 
It is hard to tell what the design originally was because large 
sections have rotted or been torn away. For a macabre decora¬ 
tion, a human head—nearly a bare skull, for most of the flesh has 
decomposed—is impaled on a wall sconce near the door. 

Do you: 

t Search the bed? Turn to 359. 

| Investigate the dresser? Turn to 452. 

| Take a look at the tapestry? Turn to 238. 

t Search the He-Jackals? Turn to 473. 

| Head down the stairs? Turn to 104. 
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Entry 141 

The chest catches your eye first, even though it is open. You 
step up and peer inside. It seems to contains a few clothes tai¬ 
lored for a little girl about the age of 3 or 4. “The girl I heard!” 
you think. You use the tip of your weapon to move the clothes 
around a bit just to be safe, but after examining them for a few 
moments you decide there is nothing really of interest here and 
continue onward. 

Do you now: 

| Look at the dresser? Turn to 107. 

| Investigate the bed? Turn to 494. 

| Peer in the hole in the floor? Turn to 78. 

If you leave you can go to back to the main room. From there 
will you: 

| Try the stairs going up? Turn to 365. 

| Try the stairs going down? Turn to 284. 

| Leave the Inn and go back to the Inner Gatehouse? 

Turn to 63. 


Entry 142 

YOU BACK UP ALMOST TO THE OPPOSITE SIDE OF THE COURTYARD. 
You crouch down a bit and clench your teeth, knowing you will 
have to be ready for anything when the door flies open. With a 
final breath you take off running! You turn your shoulder to the 
door as you hurt yourself at it, letting out an involuntary shout 
of victory as you meet the door at a full run. 

The next thing you know you are lying on your back looking up 
at the foggy sky with the wind knocked out of you. Your shoul¬ 
der is throbbing in pain, and you need a moment to remember 
where you are and what you were doing. When your head clears, 
you prop yourself up on the arm that doesn’t hurt and look 
around. The door is still there, and doesn’t seem to have budged 
an inch. Your weapon lies nearby; you must have dropped it 
when you collided with the door. 
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It takes two tries to get up, cradling the shoulder that connect¬ 
ed with the door with your other arm. It hurts quite a bit (take 
2 Hit Points). As you get to your feet you decide you will not be 
able to enter the building, pick up your weapon and move on. 

Turn to 191. 


Entry 143 

YOU GET READY TO LEAVE BUT GLANCE BACK AT THE GROTESQUE CAN- 
dle on the floor for just a moment. Before you do look away, you 
are overcome by the feeling that the candle is turning its eyes 
toward you ever so slowly. You could swear you hear a voice in 
your mind telling you to take the candle with you. 

Pick a Random Number: 

| If the number you picked was 2-3, turn to 129. 

| If the number you picked was 4-12, turn to 248. 
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Entry 144 

The wooden door is fairly well made and shows only a few 
signs of age. You turn the handle and find that it’s unlocked, but 
the door is stuck. Shoving your shoulder against the door pushes 
it open only a crack. You shove it again and push it all the way 
open inch by inch, and once you’ve forced it open wide enough 
to squeeze through, you see why: the entire room is filled with 
spider webs! Even though it is a fairly small room—only 5 by 7 
paces across—it’s so thickly filled with webbing you can barely 
see the walls of the room. Dozens of spiders skitter through the 
maze of sticky silk. The largest one you see is about the size of 
your thumb. 

After clearing the webbing away from the door with your weap¬ 
on, and getting a slightly better look at the room, you decide 
this must have once been a small room to entertain guests at the 
pub. There is a small wooden table here with a few chairs, all 
bolted to the floor with metal brackets. 

Will you try cutting more of the webbing away from the space 
around the door so you can enter and investigate further? Turn 
to 454- 

Otherwise, you turn to leave and return to 159. 
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Entry 145 

After searching through endless piles of junk the glint of 
something half buried in the pile catches your eye. Carefully 
watching your step to avoid the multitudes of razor-sharp glass 
shards, you reach out to tug on what looks like the wooden han¬ 
dle of a weapon sticking out of one of the junk piles. However, 
once you get it free you see that it is just an old torch. It is still 
useable. If you keep it make sure to add it to your Character 
Sheet; it takes up one space in your backpack. The building is 
now empty. 

You can use the torch as a light when you read a passage that 
asks if you have a light source, but if you choose to do this re¬ 
member it only has one use and must be crossed off your Char¬ 
acter Sheet afterwards. 

When you leave will you go to: 

| The well in the courtyard? Turn to 309. 

| The large building to the south east? Turn to 241. 

| The large building to the north east Turn to 88. 

| The outer gatehouse? Turn to 106. 

| The path between the smithy and the stables? Turn to 
250. 


Entry 146 

Landing after your fall is so painful for a moment you think 
you broke something. 

Lose 6 Hit Points from landing so poorly. The vines on the wall 
slither around trying to reach you for a moment but eventually 
give up and return to a normal plant-like stillness. You slowly 
get to your feet, wincing in pain. After a few minutes of hobbling 
around you decide your only choice of action would be to try the 
gatehouse. 

Turn to 360. 


104 


Benny 











Entry 147 

YOU GET ONLY A FEW FEET INTO THE ROOM WHEN YOU CATCH A 
glimpse of something moving above you. You look up just in 
time to see a hairy spider the size of a large dog on the ceiling! 
As soon as you spot it, it drops from the ceiling and attacks! 

Do you have either of the skills Perception or Hunting? If so, 
fight the first round as normal. If 

You do not have either of these skills, you are surprised. When 
you fight, the first round; subtract one from your AV. The rest of 
the combat after the first, round will be fought normally. 


Hunting Spider 



AV: 0 Armor: 1 

DMG: 2 

Hit Points: 4 


If you win, do you now: 
t Search the vat? Turn to 380. 

| Investigate the workbenches? Turn to 137. 
| Head upstairs? Turn to 213. 
t Leave? Turn to 106. 

If you lose, turn to 217. 
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Entry 148 

YOU ARE CURIOUS TO SEE WHAT THE BABBLERS FIND VALUABLE AS YOU 
peer into the first chest. It seems the answer is a large number 
of shiny pebbles and bit of brightly colored glass. Not hoping for 
much, you continue searching. 

Do you investigate the second open chest? Turn to 212. 

Do you investigate the third open chest? Turn to 399. 

Do you investigate the closed chest? Turn to 321. 

Or you can leave by heading back downstairs? Turn to 165. 

Entry 149 

After the sharp turn to the left, this passage twists and 
turns through the maze of junk. Several times you think you 
hear some shuffling noises, as though someone else was in the 
passage with you, but when you stop to listen, the only thing 
you hear is the hissing and popping of your light source, greedily 
consuming its fuel. 

Soon you come to a T intersection. Looking to your right you 
see a wide passage that you suspect connects with the right most 
passage you saw when you first entered the cellar. To your left, 
however you see something that catches your eye. 

You HEAD TOWARD IT. TURN TO £12. 
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Entry 150 

YOU DRAW YOUR WEAPON AND CHARGE THE FIGURE IN TATTERS. 

The figure outstretches its hand out toward you and every mus¬ 
cle in your arms and legs lock up as though you’ve been turned 
to stone! The figure shuffles across the room to you, and leans in 
so you can see under its hood. Its head is completely wrapped 
in bandages so you can see no skin. The only thing that is not 
covered is one eye, heavily bloodshot and looking only vaguely 
human. The eye darts back and forth and you can feel the hu¬ 
man, or whatever it is, scrutinizing you. Minutes pass and you 
wonder what this thing is looking for or at. After a deafening 
silence that seemed to last forever, the figure takes a step back 
and wags a finger at you as though it was scolding a naughty 
child. While you’re still puzzling over this, the walls start to 
swirl and melt! 

Everything in your sight begins to liquefy and flow into a black 
pool at your feet. Once everything has melted into the black 
shape you can feel yourself falling into it! Wind rushes past your 
face as you regain control of your arms and legs and you flail 
wildly for something, anything to hold onto. 

Turn to 206. 


Entry 151 

Coming back up the stairs, you close the trapdoor and replace 
the workbench. All the markings in the dust make it obvious 
something happened here but something tells you that the less 
things are disturbed, the better. Looking around, you try to de¬ 
cide what to do next. 

Do you: 

t Head to the vat? Turn to 380. 
t Go upstairs? Turn to 213. 
t Leave? Turn to 191. 
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Entry 152 

YOU GET A SOLID GRIP ON THE HANDLE OF THE AXE AND TRY TO TUG 
it out of the table. But even though you strain your muscles to 
the utmost, the axe doesn’t move a hair. You try everything, 
even standing on the bar and trying to pull with all of your 
might, but the axe is embedded so deeply it doesn’t move at all. 
After a few minutes of trying, you regretfully admit that the axe 
is not going to move. 

Do you now: 

| Look behind the bar? Turn to 483. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 


Entry 153 

Not wanting to enter the dark interior of the grass covered 
building with no working light source; you turn around and de¬ 
cide to head back to the Outer Bailey and search elsewhere. 

Turn to 106. 
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Entry 154 

YOU TURN TO SEE A FIGURE PEERING OUT AT YOU THROUGH THE DOOR- 
way from the other room. The person is wearing a strange black 
hood decorated with a painting of purplish legs like a spider’s 
legs and pointing a small hand crossbow pointed at you. There is 
clicking sound and a THUMP and you feel a sharp pain in your 
chest. Looking down you see an oddly shaped bolt sticking out 
of your chest. As you fall to the floor, your last thoughts are to 
wonder if the arrow hit your heart, or was poisoned? 

You will never know. 

THE END. 


Entry 155 

Determined to prevent the squire’s body to be defiled in such 
a way as to end up in the belly of this beast, you draw your 
weapon and launch yourself at the scaly thing. 


Young Vorpadile 



AV: 0 Armor: 1 

DMG: 2 

Hit Points: 10 


If you manage to defeat the creature, turn to 236. 
If you lose, turn to 217. 
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Entry 156 

YOU CONTINUE TO CLIMB DOWNWARDS, YOUR ARMS AND LEGS ON FIRE 
to the point you doubt that you will be able to even begin to 
climb back up. You hear the soft sounds of water below you dis¬ 
turbed by all the gravel and debris you have been kicking loose, 
but you are not completely certain just how far down it is. You 
are not even sure what you were looking for in the first place 
anymore. The only thing in your mind is the pain in your arms 
and legs. 

Do you keep descending, not certain of how much longer you 
can hold on? Turn to 200. 

Will you use your remaining strength to climb out of this damp 
pit before it is too late ? Turn to 391. 
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Entry 157 

The ruined tavern stands silent but you can feel something 
sinister here. It appears as deserted as the rest of the castle and 
looks damaged enough to have been one of the first buildings to 
fall when the castle was overrun so many ages ago. There is little 
wind here but the air that does move, pushes the eerie mist in 
through the broken windows and causes a few of the leaves and 
paper scraps on the floor to swirl and flutter about before they 
come to rest again. 

Directly across from the door is the actual bar that patrons 
long gone were served at. Once plain and utilitarian, it is now 
decorated with numerous gouges and chop marks that can be 
seen even from the doorway. In fact, a large two handed axe, 
with a handle longer than you are tall, stands embedded in the 
surface of the bar. There’s a fireplace on one wall, with a ket¬ 
tle still hanging on a bar over the grate; on the opposite wall, 
a stairway leads up to the second floor. The tables and chairs 
drinkers once sat at are now smashed and scattered across the 
floor. 

Do you: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| DO YOU LOOK BEHIND THE BAR? TURN TO 483. 

| GO UP THE STAIRS? TURN TO 496. 

| Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 158 

This portrait is of an elderly man in peasant’s clothes. He is 
nearly bald and has thick black glasses. His skin is creased and 
leathery from working outdoors, and his face looks neither happy 
nor angry. The portrait is very well done, giving the impression 
the old man could come to life at any moment and begin talking 
to you. 

After a few moments admiring it, you decide to wander else¬ 
where. 

Will you look at another painting? Turn to 32. 

Do you want to continue searching the room? Turn to 257. 

Entry 159 

Just a few steps into the corridor you can see two doors 
here. The corridor continues straight ahead and then makes a 90 
degree turn to the left. Through the broken windows you can see 
it leads to some kind of open area. 

Do you now: 

| Open the first door? Turn to 340. 

| Open the second door? Turn to 144. 

| Head down the corridor and around the corner? Turn 
to 202. 

| Descend the stairs? Turn to 157. 
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Entry 160 

YOU SWIRL THE STRANGE LIQUID AROUND WITH YOUR WEAPON AND 
are startled when it starts hissing and popping. The liquid is 
dissolving your weapon! It must be some kind of acid! It eats 
your weapon away before your very eyes and you quickly drop 
what’s left on the floor before the liquid reaches your hand. The 
acid soon reduces your weapon to a puddle of sludge on the 
floor, which slowly seeps into the larger puddle that occupies the 
lowest point on the rough floor. 

You must now erase the weapon you were using; it is lost forev¬ 
er. If you do not have another weapon you must subtract 2 from 
your AV until you find a new weapon. 

Do you now: 

t Leave through the door you came in? Turn to 169. 

| Carefully step around the puddle and continue through 

THE OPENING ON THE OTHER SIDE OF THE ROOM? TURN TO 
208. 


Entry 161 

You’ve had enough. Your fury at all the dark sorcery in this 
castle finally gets the better of you. You snatch the painting 
off the wall, smash it upon the ground and stomp the frame to 
pieces. Maybe it’s just the way the cloth of the painting is just 
crumpled but the smile seems to be gone now. “Take that you 
foul thing!” You scream at it, not sure if you are giving into an¬ 
ger or madness by screaming at an inanimate object. “Choke me 
will you? Eat boot, painting!” you stomp on it one more time for 
good measure before you kick it into the fireplace. 

You feel a little better and decide to search the rest of the 
room. Instead of halving your damage for the next two battles, 
you only have to halve your damage for the next one. 

You SEARCH THE REST OF THE ROOM. TURN TO 235. 
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Entry 162 

Despite your reluctance to attack it, and your rapidly fading 
hopes of finding some way to save the little girl, fighting the 
spider thing soon becomes a necessity of survival. The spidery 
thing lunges toward you with its mandibles agape and its fangs 
glittering with venom, anxious to make you its next meal. 


Arachnifant 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 6 


If you receive any damage in this battle you must immediately 
pick a Random Number. Add 2 if you have a High Constitution. 

If the number is 2 to 4, the spider’s venom rushes through 
your veins and stops your heart. You die before you can strike 
it again. 

If the result is 5 to 12, you avoid getting poisoned. 

If you win, turn to 253. 

If you lose, turn to 16I. 

Entry 163 

YOU PROCEED TO INVESTIGATE THE BED; THE MATTRESS IS STILL RELA- 
tively soft and well made. It is not infested by rats or anything, 
so you guess that this bed has not been here as long as every¬ 
thing else in this area. You wonder now, why and how did it get 
here, and who brought it, and where are they now? You know 
you will not get any answers standing here and pondering these 
questions, so you turn to leave. 

Pick a Random Number, if you have the Perception skill, add 
2 to your number. 

| If your number is 2-9, turn to 94. 

| If your number is 10-12, turn to 357. 


Benny 


114 









Entry 164 

The papers and books here are stacked randomly, with no pile 
more than a few books tall. A broken window in the room lets 
in the mist that shrouds the keep, but as well as a slight breeze 
that occasionally blows a few of the pieces of paper onto the 
floor and turns a few of the pages of the books. 

One of the books seems to be a book-keeping ledger kept by 
the person who owned the tavern long ago. 

Flipping through it, there is a note in the margin on one of the 
pages. “After the recent thefts, all the beer will be hidden under 
the trapdoor behind the bar, all 100 barrels.” 

Would you like to check the fireplace ? Turn to 423. 

Do you search the rest of the room? Turn to 31. 

Would you rather leave and go to the other room? Turn to 257. 

Or just leave and go downstairs? Turn to 157. 


Entry 165 

Returning to the main floor of the Inn you see everything 
seems undisturbed from the way you left it. You decide to move 
on. 

Will you now: 

t Search the registry desk? Turn to 131. 

| Read the strange writing on the wall? Turn to 306. 

| Try to cross the room? Turn to 12. 

t Do YOU TAKE THE STAIRS DOWN? TURN TO 284. 

| If you leave, you will be back by the Inner Bailey. 

Turn to 63. 
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Entry 166 

Bypassing the closer door, you wonder what is behind the next 
one. Surprisingly, it’s not locked and opens easily. On the other 
side is a woman wearing a black hood covering her whole face 
and head. The hood is decorated with a grey spider centered 
over her face, with the legs wrapping around her head to the 
back of the hood. 

She already has two hooked blades out, one in each hand, and 
is moving toward you with incredible speed, as if she was expect¬ 
ing you. 


Spider Cult Assassin 



AY: 1 Armor: 1 

DMG: 4 

Hit Points: 4 


If you win, turn to 31. 
If you lose, turn to 217. 


Entry 16? 

After deciding to bury the squire, you realize the castle is 
most likely not the best place to bury someone, but where? Af¬ 
ter thinking about it for a few moments you decide to bury the 
squire’s remains in Tiff’s Meadow, but that is quite the distance 
away. 

Do you have two rations of food in your backpack (NOTE: If 
you have the skill of Hunting you will only need one ration of 
food for the journey)? If so, turn to 197. 

If not you will have to continue on your way and head back to 
the courtyard. Turn to 191. 
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Entry 168 

The old bed looks like it has been slept in recently, and some- 
one even made a half-hearted effort at making the bed, or at 
least neatening the bedclothes. Suddenly, the door slams shut 
behind you, throwing you into darkness! You hear the sound of 
footsteps by the door, and something that sounds like someone 
being muffled or gagged, as if a hand was over their mouth. 

“Who’s there?” you ask, with your hand on your weapon. “Are 
you the one that spoke to me earlier? Are you alright?” You 
step closer to the door, meaning to open it to let some more 
light in again and maybe escape if needed, but you never make 
it. Just a few steps toward the door, you feel an intense pain 
as a large number of things that are not hands grab your right 
leg and then twists it right out of its socket. You scream and 
try to regain your feet and escape but the pain is unbearable. 
The last thing you hear is the little girl’s voice you heard at the 
door gasping as if she had been holding her breath and just now 
let go. “So sorry” she says, sounding nearly in tears, “I tried to 
warn you but you didn’t listen. I’m so, so sorry.” 

THE END. 


Entry 169 

After wandering back into the maze of junk for a while, you 
realize that you are quite lost. 

Eventually, you start to think about how hungry you are. You 
must now eat a meal or lose 2 Hit Points. 

Turn to A35. 
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Entry 170 

The living candle wax flows across the ceiling with unnerving 
speed, but whether motivated by fear or raw self-preservation 
you manage to stay a few steps ahead of it as you hurl yourself 
out of the door. You manage to slam the door behind you just 
ahead of the living wax. 

You hear a wet collision sound as you can only assume is made 
by the wax glob colliding with the door. “Chase me will you, you 
hunk of snot! I guess I showed you!” You chuckle to yourself and 
rest your hands on your knees to catch your breath for a mo¬ 
ment. As your breathing returns to normal, you see thin tendrils 
of wax begin to seep from under the door and ooze through the 
keyhole. Not waiting around to see what happens you decide to 
hurry up and search elsewhere. 

Turn to 191. 


Entry 1?1 

YOU GRASP THE DOOR HANDLE AND PULL ON IT, BUT THE DOOR DOES 
not budge. Have you found a key? If so, add 57 to the number 
on the key and turn to that entry. If the passage makes sense, it 
is the correct key. If not you have not found the correct key and 
cannot open the door no matter how hard you try. Eventually 
you give up and leave. 

Will you: 

| Head back to the door leading to the grass covered 
building? Turn to 373. 

| Head back to the main entrance? Turn to 106. 
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Entry 172 

The assassin lies at your feet, coughing out her dying breaths. 
Blackish blood drips from the hood and she spits at you with 
the last of her strength. “The arms of the spider are many, cut 
one off and it will grow it back. We know who you are! You and 
your friend in the keep. This castle ... belongs... to usssss....” And 
with that, she dies. 

What will you do now? 
t Search the assassin? Turn to 28 
| Continue into the room? Turn to 257. 

| Head to the further door the assassin came out of? 
Turn to 393 


Entry 173 

YOU LOOK UNDERNEATH THE TABLE TO SEE IF THERE WAS ANYTHING 
stuck to the bottom of it, but find nothing. Just as you decide to 
look elsewhere, you see the glint of metal on the floor under the 
table. Digging through the growth on the floor, you find an iron 
key with the number 184 on the handle. You also find 2 gold 
coins which you pick up and place into your coin purse. As you 
get up to leave, the table finally gives in and falls apart, kicking 
up some spore for its trouble. “You missed me!” You crow at it, 
knowing you are mocking something that cannot hear you. You 
sheepishly look around to make sure no one saw you. You con¬ 
tinue on your way. 

Now would you like to: 

t Investigate the dresser or wardrobe alone the leftmost 
wall? Turn to 274. 

t Search the bed? Turn to 87. 

| Investigate the metal pipe in the center of the room? 
Turn to 476. 

t Search the body of the thing by the door? Turn to 300. 

| Head down the rickety stairs and leave this place? 

Turn to 63. 
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Entry 174 

You HOP UP ONTO THE TABLE. LOOKING DOWN, YOU SEE A KIND OF 

pattern to the scratches on the table! They spell out “303”, al¬ 
most as large as the table itself. They were unrecognizable from 
the floor due to their size as well as the strange script they are 
carved in. Taking note of your discovery, you hop off the table 
and continue searching the room. 

Do you now: 

| Inspect the loom? Turn to 487. 

| Call out to the people upstairs? Turn to 6. 

| Start to move the blockade? Turn to 362. 

| If you decide to leave this place will you go to: 

t The courtyard in the corner of the Outer Bailey? 

Turn to 191. 

| The courtyard in front of the Inner Bailey? Turn to 
63. 


Entry 175 

YOU REACH THE TOP OF THE STAIRS AND FIND YOURSELF IN A WIDE 
corridor lined with a few broken windows. A wooden bannister 
lines the stairway down and the area is fairly well lit from out¬ 
side. A few of the strange vines you saw covering the building 
are here as well, growing in through the broken windows, but 
they do not come into the corridor as far as they did as on the 
first level. 

Turn to 159. 


Entry 176 

The CLIMB BACK UP SEEMS TO TAKE HOURS. SWEAT POURS DOWN YOUR 
face so much you can barely open your eyes. Your arms and legs 
no longer feel like they are a part of your body at all. But at 
last, after all this pain you are certain you will make it, for the 
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opening of the well is just a short, distance away. Stretching to 
your full height you reach up and grab the edge of the well, and 
you’re just beginning to haul yourself out onto the ground when 
tragedy strikes! The stone you grabbed onto comes free and you 
tumble backwards into space! You flail your arms around in a 
frantic search for something, anything to hold onto, but you’re 
so exhausted you do not have the strength to hold onto anything 
for long. 

As you hurtle downwards, you think about the injustices of life 
and when you hit the water your neck snaps. 

THE END. 


Entry 177 

You PUT THE KEY YOU FOUND UNDER THE TABLE INTO THE KEYHOLE 
of the rusty metal box. It fits, but there is so much rust it takes 
you a couple of tries to turn the key and you have to jiggle the 
lock a few times before the mechanism inside finally gives up. 
The key turns with a metallic cracking sound. 

Opening the lid and looking inside, you find an emerald about 
the size of your thumbnail. 

There are also some papers here but they are so damaged by 
water you cannot decipher the writing on them. Pocketing the 
gem (Mark it on your Character Sheet as a special item), you 
decide to move on. 

Do you: 

| Investigate the dresser or wardrobe along the leftmost 
wall? Turn to 274. 

| Investigate the metal pipe in the center of the room? 
Turn to 476. 

t Search the body of the thing by the door? Turn to 300. 

| Leave this place altogether? If so you go down the 
RICKETY STAIRS TO 63. 
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Entry 1?8 

As YOU APPROACH THE BUILDING TO THE RIGHT OF THE STABLES, YOU 
see that the double doors on the front of the building are slight¬ 
ly open. Peeking inside, you can see large amounts of debris 
strewn about the floor, as in all the other buildings. Here, 
though, amid the debris, is an anvil and forge-- though the forge 
is smashed—revealing that this was a smithy. Behind you is the 
courtyard, along with the crumbling well you saw from the main 
gatehouse. To your right, you can now see two large buildings, 
one each in the northern and southern corners respectively. You 
feel you are being watched from either one or both of those 
buildings. 

Knowing this, do you now: 

| Investigate inside? Turn to 356. 

| Head north between the Smithy and the stables? Turn 
to 250. 

| Head to the well in the courtyard to the south? Turn 
to 309. 

| Head to the large building next to the courtyard with 
the well? Turn to 241. 

| Head to the large building to the right of the gates 

LEADING INTO THE INNER BAILEY? TURN TO 88. 


Entry i?g 

Bales of long forgotten hay are piled here, reeking of mold 
and rot. As soon as you touch the twine holding them together, 
it snaps. It was just as rotted as the hay. You spread the slump¬ 
ing remains of the hay pile around, to see if anything was hidden 
there, but find nothing. The only thing you get for your troubles 
is a few strands of rotting hay stuck to your clothes. 

Do you now: 

t Approach the stalls? Turn to 122. 

| Leave the stables? Turn to 106. 
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Entry 180 

Your light source sputters to life as if angry at being awak- 
ened. After a few moments it resigns itself to its fate and the 
flame settles down to a steady, gentle glow. Taking another look 
around, you see that the puddle in the far left passage takes up 
the entire width of the passageway and is bigger that you had 
originally thought; even with the brighter light you have now, it 
still extends out into the darkness. Of the two passages to the 
right, the left most one takes a sharp turn to the left after just 
a short distance, so you cannot see any further into it. The right 
passage appears to widen considerably and continues almost 
straight back into the dark passageway lined with junk. 

Do you now: 

| Take the left most passage with the puddle on the 
floor of it? Turn to 198. 

t Take the central passage that immediately turns to the 
left? Turn to 72. 

| Take the wider passage to the right? Turn to 381. 

| Leave this room and try to find your way back upstairs? 
Turn to 165. 


Entry 181 

The dresser is a bit smaller than normal, the size a child or a 
dwarf might be comfortable with. You start to open the top 
drawer and when suddenly the door slams shut behind you, 
throwing you into pitch darkness! You hear a few sets of in¬ 
human feet by the door and the sound of a muffled voice. You 
instinctively draw your weapon and try to make it back to the 
door. As you creep across the dark room, you hear an eerie hiss¬ 
ing just inches from your face! You swing viciously at the source 
of the sound but your weapon doesn’t connect with anything. 
Again you try to reorient yourself toward the door, but once 
again you hear the strange hissing sound a few feet ahead of 
you to the right. Swinging again, you still connect with nothing. 
Panic begins to set in since you realize you have gotten turned 
around and now are unsure of where the door is! You creep 
forward wondering if that was the plan of the strange sound. If 
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so, that means it could finish you off at any time. This thought 
fills you with such terror you can barely control yourself, and 
when you hear the strange hiss again a few feet in front of you, 
you lunge toward it and swing with all your might... only to find 
when you put your weight down that there is nothing beneath 
your foot but empty space. “It led me to the edge of the hole!” 
your mind screams. It is your last thought. 

THE END. 


Entry 182 

With great skill you move across the main room of the Inn. 
Your cat-like silence allows you to sneak up on something hu¬ 
man-looking sitting on the edge of the fireplace. The humanoid 
is holding what must just recently have been a live mouse by the 
tail and is smashing the little creature against the floor over and 
over again. 

It looks like a sickly thin human being but with oversized 
hands and feet. Its eyes are dark and sunken, and they con¬ 
stantly twitch and flicker about. Its hair and nails are dirty and 
unkempt and its feet are covered in blood. While you sit and 
watch the feral thing, it babbles and cackles to itself with reck¬ 
less abandon. It does not notice your approach so if you attack 
it, add 1 to your AV for the first round of combat. 

Do you ambush the Mad Babbler? Turn to 276. 

If you leave the Mad Babbler alone, turn to 258. 
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Entry 183 

Misreading the pseudopod of the wax thing, you duck and it 
catches you straight in the head, lightly stunning you for a few 
moments. When you finally shake the cobwebs from your mind, 
you find that you are completely encased in wax. As you strug¬ 
gle to get free, five small tendrils emerge from the main body of 
wax and begin to dig into your temples and one into your right 
eye. 

As you begin to scream, the wax flows over your mouth to si¬ 
lence your cries. 

THE END 


Entry 184 

The door opens with a low creak and you peek into the room. 
Like many of the places you have seen here, it is dark inside 
because all the windows are boarded up. In the little bit of sun¬ 
light that Liters through the spaces between the boards over the 
windows, and the light from the doorway, you can see large par¬ 
ticles of something floating in the air here. You’re still standing 
there wondering what it is and how dangerous it might, be, when 
a dark shape shuffles forward into the light. It looks like it was 
once a man, but now it is bent over like a hunchback and in cov¬ 
ered in mushrooms. Its shirt is in tatters and mushrooms at least 
as long as your arm are growing out of his back. His left arm is 
so twisted by the growths; it has ceased to resemble a human 
appendage anymore. One of his eye sockets also sprouts a large 
number of mushrooms. His remaining eye stares at you, wet and 
alive. You gaze into the depths of that single, remaining orb in 
fascinated horror. He is most definitely quite mad. He shuffles 
forward to attack you. 
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Fungal Man 

AV: 0 Armor: 2 DMG: 2 Hit Points: 6 

SPECIAL: Anytime you do damage to the Fungal Man he 
releases a cloud of spores. Pick a Random Number, If the num¬ 
ber you picked is an odd number, you manage to hold your 
breath and avoid any additional damage. If the number you 
picked is an even number, you accidently inhale the cloud of 
spores and take an additional 2 Hit Points from the coughing 
and choking (If you have a High Constitution, only take 1 Hit 
Point of damage instead of the normal 2). 


If you win, turn to 2jj. 
If you lose, turn to 217. 
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Entry 185 

NOW THAT THE SNAKE IS DEAD YOU HAVE ANOTHER LOOK INTO THE 
kettle. Inside, you see a few pieces of dried snake skin, and an 
old ladle. If you take either of these items, mark them on your 
character sheet. Each item takes one backpack slot. 

If you would now like to investigate the chimney, turn to 89. 

If not, you can move on. Would you like to: 

Look at the bar and huge axe embedded in it? Turn to 295. 

Look at all the broken tables and chairs? Turn to 93. 

Go up the stairs ? Turn to 196. 

Leave this building and go to the well by the courtyard? Turn 
to 309. 


Entry 186 

From inside the room with the purplish ropes you can see that 
they originate from the hole in the ceiling. Upon closer inspec¬ 
tion, you see mysterious bumps on the ropes at even but wide 
intervals, as if the rope was wound loosely but at a regular spac¬ 
ing. 

Do you suspect this is some kind of a trap and attack the 
ropes? Turn to 38. 

Do you take a closer look at the ropes? Turn to 3f9. 

Try to climb the rope up to the hole in the ceiling? Turn to 22f 
Leave the strange rope alone and leave ? Turn to 365. 
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Entry 187 

Reaching the bottom of the trunk takes about five minutes, 
but after searching through everything here; you do not find 
anything of real use. You move on to look at the rest of the 
room. 

If you would like to look at the broken canopy bed, turn to 189. 

Would you like to take a look at the writing desk? Turn to 73. 

If you would like to leave, where do you go? 

The right hand door? Turn to 123. 

Take the stairway going up ? Turn to 365. 

Take the stairway going down? Turn to 28f. 

Leave the Inn altogether and walk back out to the Inner Gate¬ 
house? Turn to 63. 


Entry 188 

The box is filled with all sorts of old liquor bottles; most of 
them are now empty. At the back of the box is a smaller vial 
filled with a clear liquid stopped with a cork. You pull out the 
stopper and wonder what has survived this long and not been 
drunk after all this time. When you sniff it you know the answer. 
It’s not alcohol at all! It’s oil! 

Do you have a lantern? Turn to 79. 

If you do not have a lantern, turn to 33f. 
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Entry l8g 

YOU HAVE TO FORCIBLY PRY THE KEY RING FROM THE HAND, AND THE 
fingers snap back into place the moment you let go. Unable to 
pry the fingers open again, or smash the hand to get the ring 
from the finger, you discard the hand to inspect your prize. 

The keyring holds several keys, most of them rusty. Only one 
key looks fairly new. The number 330 is etched into the handle. 
Finding nothing else odd about the keys, you put them in your 
backpack as a Special Item and move on. 

Do you investigate the first open chest? Turn to 118. 

Do you investigate the second open chest? Turn to 272. 

Do you investigate the closed chest? Turn to 321. 

If you leave, do you: 

| Head back downstairs, Turn to 165. 


Entry igo 

Inspecting the abandoned tools, you can easily see that most 
of them are rusted and useless. There does not seem to be much 
else of interest here so you head back down the corridor from 
where you came from. 

Turn to 392. 
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Entry igi 

YOU ARE STANDING IN A SMALL COURTYARD IN ONE OF THE CORNERS 
of the Outer Bailey. You have to cover your mouth and nose 
since there is a foul odor here, most likely coming from one or 
more of the buildings around you. To your far left is a shop with 
an old wooden sign with a deer head on it; to the right of that is 
a shop with a large number of candles in the window. The door 
to this building has been broken and is only half on its hinges. 
To the right of that building is a much better constructed build¬ 
ing with a sign of a tankard of beer on it. The signs of a large 
battle taking place in front of this building are still apparent. 
Broken weapons and shields lie strewn about the street. The 
door to this building is very solid looking and has a large num¬ 
ber of marks in it, as if someone tried to chop it down. Finally, 
the far right building is very plain and unadorned, but a small 
archery range can be seen between it and the building with the 
beer mug sign. Above the archery range is a rope hanging be¬ 
tween the two buildings, probably used for hanging laundry. 

Do you: 

| Head to the building with the deer head sign? Turn to 
214. 

| Check the building with all the candles? Turn to 124. 

| Investigate the solid looking door on the building with 

THE SIGN OF THE BEER TANKARD? TURN TO 110. 

| Look in the building with the Archery Range? Turn to 
9. 

| Leave this area and head back to the outer gate? Turn 
to 106. 

| Leave this area by going forward to a courtyard by the 
GATE TO THE INNER BAILEY? TURN TO 63. 
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Entry igz 

YOU ARE ALMOST UPON THE QUEEN WHEN SHE FINISHES HER SPELL. 
She cackles loudly and then in the next instant, greenish flame 
erupts from every pore of her body, instantly charring her to ash. 
Your momentum carries you into the flames and you are slight¬ 
ly burnt (mark off 1 Hit Point) before you can stop. Instead of 
hitting something solid, you pass right through the space she 
was occupying just seconds ago, scattering her remains around 
the room. You quickly stop and look back, but only the metal 
fragments of her headpiece remain, clattering to the floor. The 
rest of her has turned instantly to ash in the mysterious flames. 
Whether the queen meant to destroy herself or the spell she was 
casting at you backfired, you will never know. 

Will you now: 

| Inspect the queen’s ashes? Turn to 139. 
t Investigate the “Throne”? Turn to 226. 

| Look around the room? Turn to 265. 
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Entry 193 

Large portions of the paint are faded and worn away from the 
sign above the door here, so you have to squint at it a bit before 
you can make it out fully, but eventually you determine that it 
depicts a needle and a spool of thread. The door beneath the 
sign is intact but someone has left it halfway open. 

Peering into the dimly lit interior, you can see a loom and a 
chair still intact, as well as an old spinning wheel, which looks to 
be broken in half. A large table sits in the middle of the room, 
probably used for cutting fabric. Its surface is covered in gouges 
and cuts. 

The strangest thing in the room however, is the large pile of 
furniture at the bottom of the stairs. It looks very much like a 
barricade. You wonder who barricaded themselves upstairs and 
why? 

Do you have the skill Perception? If so, Turn to 136. 

If not, do you: 

| Investigate the loom? Turn to 487. 

t Inspect the Cutting Table? Turn to 85. 

| Call out to the people upstairs? Turn to 6. 

| Start to move the blockade? Turn to 362. 

| If you decide to leave this place, do you go to: 

| The courtyard in the corner of the Outer Bailey? 

Turn to 191. 

| The courtyard in front of the Inner Bailey? Turn to 
63. 
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Entry 194 

The crawlspace contains a nest of old blankets. You poke 

them experimentally with your weapon, hoping nothing will leap 
out at you in this cramped space. Nothing happens, and you 
relax a little. There is nothing else in here, but as you turn to 
go, a gleam of light catches your eye. Peeking out of from under 
the blankets, is a child’s toy, a stuffed bear. But it’s clearly not 
made of old cloth - it is the dull yellow color of gold! You pick it 
up and test its weight; it’s enormously heavy for its size. A solid 
gold bear! You would have to take it to an appraiser to be cer¬ 
tain. As you ponder what this bear could be worth the blankets 
you moved caused some of the stacks of junk to shift and before 
you realize it, the whole area is coming down around you! You 
dive out from under the table not a moment too soon. The table 
breaks and there is a small landslide of junk. It settles after a 
few moments and you relax. Whoever’s sleeping area that was, 
they will sure be unhappy when they return to find it buried. 

If you take the bear, it counts as a backpack item. 

You CONTINUE DOWN THE PASSAGE. TURN TO 229. 


Entry 195 

YOU LEAN OVER THE LIP OF THE HOLE AND FIND SOMETHING SOLID TO 
put your foot on. After a few moments more you start your de¬ 
scent. It is slow going, as many times you put your foot down 
on something that seems solid but breaks under your weight, 
forcing you to move extremely cautiously to avoid falling. About 
half way down your arms and legs are starting to shake from 
the strain, when suddenly you feel an arrow or dart slice into 
the back of your left leg, just above your knee! The sudden pain 
makes you slip. 

Mark off 1 Hit Points from your leg wound. 

Pick a Random Number: 

| If the number is 2-5, turn to 312. 

| If the number is 6-12, turn to 277. 
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Entry 196 

Facing off against an opponent who can’t see you doesn’t seem 

like a dangerous prospect but when the opponent is insane and 
swinging a club as long as you are tall and lined with spikes 
as long as your arm, it does give him a certain advantage. The 
guard mumbles something under his hood but you cannot make 
out the even the normally incoherent speech of the Babblers 
through the muffling effect of the hood. 

Whatever he said, you must now fight him to the death to get 
to the queen before she finishes her mad chanting. 


Babbler Guard 



AY: 0 Armor: 0 

DMG: 3 

Hit Points: 6 


If you win, turn to 397. 

If you lose, turn to 21 7 . 

Entry 197 

Carefully wrapping the young boy in his cloak, you carry his 
remains out of the castle and under the portcullis. Eventually 
you leave the mist enshrouded castle, and reach higher ground 
then make your way to Tiff’s Meadow. 

Do you have a shovel? Turn to 498. 

If you do not have a shovel, turn to 290. 
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Entry 198 

Stepping into the shallow puddle in this maze of garbage, you 
kick up swirls of filth that curl slowly in the water as you walk. 
The piles of junk here seem endless. You see boxes, crates, bar¬ 
rels, tables, chairs, pottery, cups, plates, all piled haphazardly. 
It seems like all the spare objects and garbage in the castle were 
brought here. 

Would you like to stop and search through some of the garbage, 
hoping to find something of worth? Turn to 16. 

Would you like to continue? Turn to f72. 


Entry 199 

Pulling yourself away from the vines, you scream in pain as 
they tear out of your flesh (Mark off another 2 Hit Points)! You 
tumble head over heels into space for a few seconds and land so 
hard the wind is knocked out of you. 

Pick a Random Number: 

| If the number is 2-6, turn to 146. 

| If the number is 7-10, turn to 354. 

| If the number is 11-12, turn to 65. 
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Entry 200 

Down, down, down you go. The opening of the well is now just 
a pinpoint of light above you and you have to start feeling the 
brick for handholds since the light is so poor. Your arms and 
legs ache so bad you are almost certain you will never be able to 
climb out of this forsaken well. 

If not, pick a Random Number: 

| If the number you have picked was 2-3, turn to 370. 

| If the number you have picked was 5-12, turn to 294. 


Entry 201 

Hurriedly digging the two mugs out of your backpack, you 
face a new dilemma; which mug goes in which statue? Your light 
source is flickering and starting to die, and a familiar slopping 
sound can be heard faintly from down the corridor. 

Will you place the Gold mug in the left statue and the Silver 
mug in the right statue? Turn to 166. 

Will you place the Gold mug in the right statue and the Silver 
mug in the left statue ? Turn to 16. 

Check entries 221 and 30 to inspect the inscriptions and deco¬ 
rations on the mugs more closely. 
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Entry 202 

The floorboards creak and groan under your feet as you 
creep down the hallway to the corner. At one point the boards 
bend so far under your weight you instinctively spread your arms 
out, certain you will about the go crashing through the floor en¬ 
tirely. The floor holds, luckily, but the groans of the wood have 
eliminated any possible chance of surprise you might have had. 
Finally you reach the corner and peer around it cautiously. You 
see a few more of the strange vines you have spied downstairs, 
clinging to the walls but not venturing too far in to the hall 
from the broken window on the left hand wall, which is also the 
source of light here. 

There are two wooden doors on the right wall. 

t Do YOU TRY THE CLOSER DOOR? TURN TO 419. 

| Head to the further door? Turn to 393. 

| Decide to head back downstairs Turn to 159. 

Entry 203 

YOU THROW YOUR FULL WEIGHT AGAINST THE DOOR AND IT FLIES 
open, raining dust, dirt and gravel over you from the ceiling in 
protest at being disturbed after so long. Beyond the now open 
door, you can see a rough uneven passage winding into the dark¬ 
ness. 

Do you now: 

t Investigate the gray cloth? Turn to 376. 

| Examine the strange light? Turn to 427. 

| Head back to the well and climb out? Turn to 37. 

| Go DOWN THE PASSAGE? TURN TO 280. 
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(Image 204) 


Entry 204 

YOU HAVE SEEN MANY STRANGE THINGS SINCE YOU HAVE ENTERED THIS 
castle, but nothing really prepared you for this. There is a woman 
very much like the Babblers you have just slain, with dirty, unkempt 
blonde hair, sitting upon a wooden chair set crookedly on some cin¬ 
der blocks. It almost looks like a crude throne, the kind a madman or 
a child would make. You can see that there is a hole cut in the seat 
of the chair, and as the woman shifts her position to look at you, she 
almost falls through it. Suddenly, you recognize her! She was one of 
the heroes you have seen passing through Argax. Her spectacles are 
missing but you are sure she is the same person. She is chewing on 
some kind of cloth stained with something, you do not want to know 
what, and she is nearly completely naked except for the few scraps 
of cloth and the filth coating her body. Her hair is topped with an 
obviously hand-made “crown” made of string and shiny bits of metal. 
Looking closer, you notice the crown is actually -sewn- into her skull! 

To each side of this Babbler “Queen” is a guard, a pair of male 
babblers more muscular than the brethren lying dead outside of the 
room. They wield vicious-looking wooden clubs, with large wooden 
spikes driven through them. Each club is almost as long as you are 
tall! Weirdly, each one has a burlap sack over his head, with no holes 
cut in them to allow the guards to see. 

The Babbler Queen stands and speaks in the same gibbering, bab¬ 
bling, nonsense you have heard from the rest of their kind and the 
guard on the left chargers forward. As it moves toward you, you 
jump to the side to get out of the way of its charge and it swings at 
the door where you were just standing. 

“They are blind!” you think to yourself. “What kind of madness is 
this?” 

You don’t have much time to ponder this though, as the creature 
starts to swing at where you’re standing now, trying to strike you 
down. 


Mad Babbler Guard 



AV: 0 Armor: 0 

DMG: 3 

Hit Points: 6 


If you win, turn to 469. 
If you lose, turn to 217. 


Benny 


139 






Entry 205 

The amount of garbage here is awe-inspiring. It looks like who 
ever lived in the castle long ago, all descended on this smithy, 
tearing the place apart looking for something - but what? After 
a few minutes more you see something lying amongst the piles 
of junk on the floor. 

Pick a Random Number: 

| If the number is 2-5, turn to 13. 

| If the number is 6-8, turn to 145. 

| If the number is 9-10, turn to 353. 

| If the number is 11-12, turn to 326. 


Entry 206 

YOU FALL SCREAMING INTO THE BLACK ABYSS AT YOUR FEET. THE 
world spins around you and you lose your bearings, unable to 
tell up from down anymore. After what seems like a very long 
time the spinning begins to slow and you feel something against 
your back and legs. You head feels like someone has been hitting 
it with a hammer as your eyes begin to refocus. As the pounding 
headache recedes, you realize where you are. You are in your bed 
back in Argax! 

As you push yourself groggily to your feet, you become con¬ 
fused. Why should it startle you to find yourself at home in 
your bed? You do live here, after all. You aren’t sure why you 
are dressed in the clothes of an adventurer, nor can you imagine 
why you would need a weapon to tend a farm. Shaking your 
head, you change into normal work clothes and head out to work 
the fields. After a few years, the town of Argax elects you Town 
Elder. You marry a good-looking neighbor and have a few kids. 
Adventurers occasionally pass through town on their way to the 
castle but they never return. Something nags at the back of your 
mind when people head to the castle, but you can never quite 
figure out what. Eventually, just when you feel you are leading 
the village into a new age of prosperity, a marauding army tears 
through the land torching everything and slaughtering everyone 
they can. Sadly, you are one of those people. 
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Your life ends here. 


THE END 


Entry 207 

YOU GAZE DUBIOUSLY AT THE STRANGE MOUND ON THE FLOOR. It IS 
basically a glob of blackish green slime, heaped and piled in 
unattractive lumps. Prodding one of the piles with the tip of 
your foot, you discover something that makes you jump back a 
few steps. Stepping up again, you then lean down to examine 
the small white spots in the slime more closely. They’re human 
teeth! You take a few deep breaths, trying not to panic. Are 
these the remains of someone who has touched the eerie slime, 
or are they all that is left of the dog thing’s victims once it has 
devoured them? Either way you decide to leave the mound of 
slime alone. 

Do you leave this place and go to the courtyard? Turn to 191. 

If you leave this place and head to the gates of the Inner Bai¬ 
ley, turn to 63. 

If you decide to investigate the body in the corner, turn to 11. 


Entry 208 

This hallway is constructed of the same type of brick you ob- 
served in the room you just left. Only a few yards down the hall, 
the light you carry also begins to dim, so anything beyond a few 
feet in all directions is covered by this encroaching blackness. 

Turn to j 78. 
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Entry 209 

YOU CONTINUE YOUR SEARCH OF THE WINE CELLAR IN THE EERIE BLUE- 

green light. It appears no one has been down here in some time. 
There is a bit of rotten food here, which even the flies have fin¬ 
ished off; only a few fruit rinds remain, now almost black with 
age. 

Pick a Random Number: 

| If the number you picked was 2-4 turn to 83. 

| If the number you picked was 5-12, turn to 372. 


Entry 210 

The well water is only a couple of feet deep, but it reaches 
to your chin because you are stuck up to your waist in a thick 
muck that pulls at you harder and harder the more you struggle. 
If you were not exhausted from your climb down you might have 
had a chance, but it’s too late now. Your arms and legs soon tire 
and the muck sucks you slowly under. Whether there is some¬ 
thing living at the bottom of the well and you will end up in its 
stomach, or your remains will just be preserved for eternity in 
the damp sludge, you will never know. 

THE END 
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Entry 211 

This spacious room is lit by a window to your left as well, as 
by light from the hallway behind you. This large area looks like 
it was once used for entertaining groups of guests. There is a 
large wooden table, topped with a scattering of papers and sur¬ 
rounded by long benches on either side, all bolted to the floor 
with metal brackets. One of the benches has a rolled up bedroll 
on it. The bed roll looks used but newer than its surroundings. 
On top of the bedroll is a roll of bandages. (There are a total of 
three bandages here - if you take them, add them to your Char¬ 
acter Sheet). 

The floor is relatively cleared of debris; someone or something 
pushed all of it up against the walls. 

The walls of the room around the windows are coated with the 
same strange vines you have seen elsewhere here. Evenly spaced 
around the rest of the wall are portraits, a few of them now flak¬ 
ing and cracked with age. 

A large fireplace is set in the middle of the far wall, obviously 
connecting with the fireplace on the first floor. It seems a fire 
was lit here recently. 

A light coat of spider webbing can be found in various places 
around the room. 

Would you like to: 

| Check the fireplace? Turn to 423. 

| Look through the papers on the table? Turn to 164. 

t Search the rest of the room? Turn to 31. 

| Leave and go to the other room? Turn to 257. 

| Leave and go downstairs? Turn to 157. 


Entry 212 

The stillness in this room has a menacing quality that makes 
you pause. Immediately in front of the door is a large stain. It is 
not blood, but you can’t be sure what it is in the gloom. There 
is no sign of whoever or whatever made the whispering noise you 
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heard earlier. It is difficult to clearly see in the low light. The 
room is furnished with a comfortable but simple looking child’s 
bed in the center of the room and a small chest of drawers and 
an open trunk against the wall to your right. 

Directly behind you, is the gaping hole in the floor you climbed 
out of. The boards have rough edges so they were obviously bro¬ 
ken, but you are not certain if they were broken from below or 
above. You are certain, however, that someone or something is 
watching you. You can feel eyes on you and you feel exposed and 
fragile. You are uneasy entering this room with no light source. 

Do you: 

| Enter and search the bed? Turn to 168. 

| Walk over to the open chest? Turn to 456. 

| Investigate the dresser? Turn to 181. 

| Walk back to the hole and climb back down? Turn to 
5. 


Entry 213 

The stairs creak loudly as you head up them to the second 
story of the building. 

Unfortunately, when you reach the top of the stairs, the upper 
floor is so choked with spider webs you cannot see very far into 
the room. The edge of some kind of a dining table and a few 
chairs can be seen half covered by the webbing to your right, 
and a wardrobe, also well-wrapped in webbing, is all you can see 
to your left. 

Would you like to: 

| Head to the wardrobe? Turn to 138. 

| Try to uncover the Dining Table? Turn to 252. 
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Entry 214 


Is this your first time here ? Turn to 115. 
If you have been here before, turn to 293. 


Entry 215 

The strange lamp winks out, plunging you into darkness. Feel- 
ing around in your backpack, you find your light source and ig¬ 
nite it, allowing you to continue your search of this room. 

Do you try to open the door? Turn to 451. 

Do you take a closer look at the strange thread? Turn to 376. 

Head back to the well opening and climb up? Turn to 391. 

Entry 216 

As YOU WALK DOWN THE CORRIDOR, YOU CAN SEE THAT NO ONE HAS 
been here for a long time; there are no fresh footprints in the 
dirt floor and the few cobwebs in the corners are grey and tat¬ 
tered with age. After a few minutes, you reach a dead end. It 
looks like the passageway was still being dug out since there is 
a rusty discarded pick axe here as well as a bent, useless shovel. 

Pick a Random Number: 

| If the number you picked was 2-7, turn to 190. 

| If the number you picked was 8-12, turn to 260. 


Entry 217 

Your opponent’s final strike hits you so hard it knocks you to 
your knees. As you see your life spilling out onto the ground in 
an ever increasing pool, you know these thoughts will be your 
last. 
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“You fool! Where did you think you were going? Did you really 
think you would make a difference?” You should have known 
better and now you will be forgotten except by a few people in 
your hometown who wondered what ever happened to you. 

Eventually even they will stop wondering. 

THE END 


Entry 218 

YOU ARE ABOUT 10 TO 12 FEET ACROSS THE ROOM, NOT QUITE TO THE 
fireplace, when out from behind it leaps a human... sort of thing. 
It looks like a human male, but it is emaciated, with oversized 
and bloated feet and hands. Its hair and nails are wild and over¬ 
grown and it its dark eyes constantly dart around the room. It 
snarls at you through yellowed teeth and starts to babble and 
giggle. Suddenly it charges at you! It rushes carelessly across the 
nail-studded floor, seeming not to care how many nails pierce 
its bare feet. By the time it reaches you, its feet are covered in 
blood. 

As you fight the Mad Babbler, any time the damage it deals to 
you, pick an additional Random Number. If the number is odd, 
add two to the damage the Mad Babbler has dealt you, because 
the force of the blow makes you accidently step on one of the 
nails on the floor. If the number is even, you manage to keep 
your feet somewhere safe. 


Mad Babbler 



AV: 1 Armor: 0 

DMG: 2 

Hit Points: 5 


If you win, turn to 158. 
If you lose, turn to 217. 
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Entry 21 g 

Peering over the rim of the kettle, you see something shift 
for a moment; it looks like the inside of the kettle is moving! You 
jump back a step and a snake pokes its head out over the ket¬ 
tle’s rim. Its scales match the kettle exactly, but as you watch, it 
begins to shift color. It’s a chameleon snake, a deadly venomous 
snake with the mimicking ability of a chameleon! 


Chameleon Snake 



AV: 2 Armor: 0 

DMG: 2 

Hit Points: 3 


If you win, will you: 

| Investigate the chimney? Turn to 89. 

| Inspect the kettle the snake was living in? Turn to 185. 

If you lose, turn to 217. 


Entry 220 

When you reach the top of the open trapdoor leading down 
into the wine cellar, you find yourself behind the bar of an aban¬ 
doned pub. There are stairs leading down into the cellar which 
is lit by an unearthly blue-green light from some distant unseen 
corner in the area at the bottom of the stairs. 

If you decide to: 

t Descend the stairs, Turn to 422. 
t Search the main floor, Turn to 157. 


Entry 221 

Try as you may, for every vine you slice off, two others re- 
place it. Soon, the vines are entwined about you, pushing their 
venom and enzymes into your body. Wrapped in the vines like a 
fly in a spider web, you are helpless to stop them from digesting 
you alive. Your death is slow and painful. A few hours later the 
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vines release your body, and your corpse drops to the ground 
beside the mysterious black shape you passed on the way to the 
castle. The blood from both of your decaying forms have become 
food for the horrendous death vines. 

THE END. 


Entry 222 

Rats, spiders and other nameless things scuttle away from 
your light as you enter the passage. You have to tear apart thick, 
dust-covered cobwebs as you go, and more than once you have to 
stop to brush spiders and centipedes off your arms and legs. The 
dark passage continues without change, seemingly endless and 
just when you are thinking about turning back and returning to 
the cellar, you see a faint light ahead of you. You carefully creep 
closer, and finally emerge from the tunnel into a grove of trees. 
You are outside! 

Your eyes adjust to the bright light and you douse your light 
source. Looking back into the tunnel you realize this must have 
been a smugglers’ passage into the castle... or maybe it was how 
the castle fell, and the person who worked in the tanner’s shop 
was a traitor. You suspect you will never know. Looking through 
the trees of the grove you can see the castle just over a small 
hill. Not wanting to go through the tunnel of spiders and cob¬ 
webs again, you decide to head back to the castle gates. 

Add the note “Found Hidden Passage” on your character sheet. 

Turn to 30A. 
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Entry 223 

You’re just a few steps into the room, when you catch a 
glimpse of something above you. You look up just in time to see 
a hairy spider as large as a dog attacking you! 

Do you have the skills Perception or Hunting? If you do not 
have either of these skills, you are surprised and when you fight 
the first round you must subtract one from your AV. After the 
first round, fight combat as normal. If you do have either or 
both of these skills, you are not surprised and may fight the first 
round as normal. 


Hunting Spider 



AV: 0 Armor: 1 

DMG: 2 

Hit Points: 4 


If you win, do you now want to: 
t Search the vat? Turn to 380. 

| Investigate the workbenches? Turn to 137. 
t Head upstairs? Turn to 213. 
t Leave? Turn to 106. 

If you lose, turn to 217. 


Entry 224 

Gripping the rope firmly in your hands and bracing your feet 
on the wall, you start to climb. You’ve only pulled yourself up a 
few feet when you feel the rope moving in your hands. For a mo¬ 
ment you think the rope is alive, but then you realize the truth, 
which is even worse! It’s a rust vine! As you let go and drop 
back down to your feet on the floor below, the vines swarm over 
you. The rust vine does no damage to you, but anything metal 
it touches turns to rust. 

You must pick numbers for every metal item you own. If the 
number is 2-10 the item falls apart and you must cross it off of 
your Character Sheet. If the number you roll is 11-12, the item 
resists the touch of the Rust Vine. 
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As the Rust Vine touches more items, its corrosive juices be¬ 
come weaker and weaker, so add an extra 2 to the number you 
pick for each successive item after the first one. For example, 
add zero to the number for the first item the vine touches. For 
the second item, pick another number and add 2 to the number 
you pick. Pick another number for the third item and add 4 to 
the total. The vine will only attack three items until it has had 
enough, and then it will leave you alone. The good news is that 
you get to choose the three items and the order in which the 
vine attacks them. The Rust Vine will attack: all metal weapons, 
including silver weapons, helmets, armor that is not leather, all 
shields (wooden shields have metal nails), and even backpack 
items. 

After the three attacks, the rust vine will settle down to digest 
its meal, or you will have gotten far enough out of its range that 
your items are safe. However, if you try to climb it again it will 
just shake violently until you let go. You will not be able to 
climb to the roof while the vines are still alive. Since the vines 
will not attack you now, you can search the room freely but 
you only find the odd bit of leather or wood... most likely the 
remains of the vines earlier “meals”. 

Your only option now is to leave. Turn to 365. 


Entry 225 

There is quite a bit of debris on the floor here, most of it 
large blocks of broken stone and mortar; and there are still 
quite a few signs of animal infestation as well. There are also a 
few broken weapons, shields and various rusted pieces of armor 
strewn around the tower room. After sifting through it for a few 
moments you discover a single silver coin. You do not recognize 
the nation, or even the language minted on the face of the coin, 
but it should be spendable so you quickly pocket it. 

Add the coin to your coin purse and return to 303. 
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Entry 226 

The throne the queen sat on is purely filthy. The rough stone 
it rests upon are disgustingly stained and you can see maggots 
and other vermin infesting both the floor and the throne. Cer¬ 
tain that very little of interest resides here, you move on. 

Will you now: 

| Investigate the ashes of the Babbler Queen? Turn to 
139. 

| Look around the room? Turn to 265. 

| Leave, and head to the room with the purplish ropes? 
Turn to 186. 

| If you want to head back downstairs, turn to 165. 


Entry 11 } 

With great sadness, you step over the fallen Carrolsburg 
squire, wondering just what brought him here to this horrible 
fate. “Sorry friend, but you might have something that might- 
help me from meeting the same end,” you say to his corpse. The 
leather pack is in fairly good condition, though heavily weath¬ 
ered. Opening it up you find a few days of food, just starting 
to spoil. The cheese already has a bit of mold on it but isn’t 
completely rotted so you guess the body has not been here long. 
Lying at the bottom of his pack is a silver mug with an inscrip¬ 
tion on it, 

beer is good, 
beer is wise, 
with mug in hand, 
we make up Lies, 
increases Lovers beauty, 
makes weak men brave, 
from taLLest tower, 
to darkest cave. 

Additionally, the number ‘101’ is stamped on the bottom of the 
mug. Under the mug is 3 silver coins which you can take if you 
wish. 
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If you take the food, there is enough unspoiled food here for 1 
Ration. 

If you take the Silver Mug, mark it on your Character Sheet as 
a backpack item. 

You may now inspect the shield. Turn to 342. 

Instead, if you feel pity on the poor squire, you can choose to 
bury him. If so, turn to 167. 

If you do not want to look at the shield, do you leave this place 
for the courtyard in the corner of the Outer Bailey? Turn to 
191. 


Or do you head to the gates of the Inner Bailey? Turn to 63. 

Entry 228 

The trapdoor opens with a low groan, and the thick mist 
pours into the new opening as if greedily trying to invade any 
space it can find that is not already filled with itself. 

Dropping through the trapdoor from the rooftop, you find 
yourself in a very cramped attic. The ceiling is so low here that 
you need to crouch over to avoid hitting your head. The attic is 
empty except for an old trunk and another trapdoor in the floor. 

Do you: 

| Investigate the trunk? Turn to 352. 

| Open the trapdoor in the floor? Turn to 415. 
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Entry 229 

YOU CONTINUE DOWN THE WIDE PASSAGE, WHICH MAKES A GRADUAL 
turn to the left. You assume you are following the wall of the 
cellar, but you can see no sign of it underneath all the clutter 
piled here. 

After the turn the passage straightens out a bit. Soon you come 
to a T intersection. Looking to your left you see a twisting pas¬ 
sage that you guess that connects with the center-most passage 
that you saw when you entered the cellar. To your right howev¬ 
er, you see something that catches your eye. 

Turn to 412. 


Entry 230 

YOU WALK DOWN THE HIDDEN PASSAGE CAREFULLY. OVER TIME IT HAS 
become difficult to traverse, with large sections of the ceiling 
fallen away, making the floor rough. You twist your ankle pain¬ 
fully more than once. Dirt occasionally rains down on you mak¬ 
ing you worry that the passage is on the verge of collapse and 
your presence may be speeding this along. You eventually come 
to a solid looking door. 

Will you attempt to open the door? Turn to 296. 

Or will you turn back, worried that the ceiling will collapse? 

Turn to A 22. 
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Entry 232: Amidst the debris, you see a tattered figure. 
































































































Entry 231 

With a solid final blow you knock the Babbler to the floor, 
where it is promptly impaled upon some of the larger nails stick¬ 
ing up. It twitches for a few moments more but finally succumbs 
to its injuries. 

Do you now: 

t Search the fireplace? Turn to 410. 

| Go OUT BY THE LEFT-MOST DOOR ON THE FAR SIDE OF THE 

room? Turn to 316. 

| Use the right-most door, which is half blocked with 
DEBRIS ON THE FAR SIDE OF THE ROOM? TURN TO 123. 


(Image 232) Entry 232 

As YOU WANDER AROUND THOUGH THE STACKS OF BOOKS AND JUNK ON 
the floor, you cannot help but glance at some of them. 

They are all in some language you do not recognize. There are 
a few titles intact but heavily used, with names like “De Ver¬ 
mis Mysteriis” and “Liber Ivonis”. On others most of the title 
is worn away but you can make out “en an th ar oto cy ten” 
another says “al in d bes”. Staring at them for a moment you 
wonder what far-off country these books must have come from, 
and who would possibly read them. 

You alternate between glancing down to make sure you do not 
step or trip on anything, and looking up to see where you are go¬ 
ing. You are almost halfway through the room when you glance 
up to see a figure in tattered yellowish brown robes standing just 
a few steps where you now are. The figure takes a step towards 
you. 

Will you attack? Turn to 150. 

Will you try to talk to the figure? Turn to 368. 
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Entry 233 

YOU OPEN THE TRAPDOOR AS QUIETLY AS YOU CAN, REVEALING A LAD- 
der leading down into the room below. You cannot see any¬ 
thing through the gloom since the windows are boarded up and 
not much light is getting in. You carefully descend the ladder 
without making any noise at all. Looking about in the thick 
darkness, you see a He-Jackal standing with its back to you. It 
appears to be sharpening its spear, and hasn’t noticed you at all. 

Do you: 

t Call out to the He-Jackal? Turn to 254. 

| Attack it while it is unaware of you? Turn to 387. 


Entry 234 

YOU REACH DOWN TO PICK UP THE COINS, READY FOR ANYTHING. At 
this point in your adventures you’re half expecting the bed to 
come alive, the silver to jump up and attack, anything. Nothing 
happens and you sigh with relief as you add the four silver coins 
to your coin purse (Do not forget to add the four silver to your 
Character Sheet). 

Do you still wish to investigate the trunk? Turn to 389. 

Would you like to take a look at the writing desk? Turn to 73. 

If you would like to leave, where do you go? 

The right hand door? Turn to 123. 

Take the stairway going up ? Turn to 365. 

Take the stairway going down? Turn to 28j. 

Leave the Inn altogether and walk back out to the Inner Gate¬ 
house? Turn to 63. 
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Entry 235 

The room itself looks like it was once a grand place to host 
a large number of guests. Searching around the room, you make 
a startling discovery; the room shows signs of recent occupancy. 
There is little dust in the center of the room or on the table and 
chairs, and there are fresh ashes in the fireplace. After a thor¬ 
ough search, though you find nothing else of interest and decide 
to move on. 

Do you now: 

| Head to the far door at the end of the hallway? Turn 
to 393. 

| Leave this place and head downstairs? Turn to 159. 
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Entry 236 

Stopping to catch your breath after defeating such a diffi- 
cult foe, you concentrate on finishing burying the fallen squire. 
The chore seems endless and it is after midnight by the time you 
finish. Pausing for a moment, you say a silent word to the squire 
you never knew and now will never get a chance. You lay down 
next to the small campfire you made and wonder if a similar fate 
awaits you, buried in a strange place by someone you never met 
before. It is an unsettling thought as you drift off into an uneasy 
sleep. 

The next morning you gather your things and head back to the 
castle remembering to eat a Ration as you return (unless you 
have the Hunting skill, you find some blackberries to eat along 
the way). 

Add the comment, “Buried the Squire” to your Character 
Sheet. 

Return to 106. 


Entry 23 } 

As YOU SEARCH THE AREA, YOU DISCOVER A SMALL CRACK IN THE 
wall. There is a door here!! However, after spending a solid half 
an hour trying to wedge your fingers into the crack and search¬ 
ing about for some mechanism to open the door, you finally give 
up. With one last look over your shoulder you continue back 
down the corridor, wondering where that door goes. 

Turn to 392. 
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Entry 238 

Upon closer inspection of the tapestry, you see it is barely 
hanging by just one pair of rusty hooks. Large sections of the 
tapestry are missing revealing the wall behind it, but you cannot 
tell whether those sections have been torn away by something or 
fell into decay on their own. The scene itself is a mystery as well 
because of the large gaps. The tapestry seems to have originally 
shown an outdoor scene with some kind of stone structure at its 
center. High above is the sun, but it seems to be grabbing people 
from the ground below with its rays. The puzzling remains of 
the image makes you uneasy and you simultaneously wish you 
had the missing pieces so you could try to understand what is 
going on, and wish you never looked at the thing at all since it 
gives you the chills. After looking at it for a few more moments, 
you decide to move on. 

Do you: 

| Examine the ruins of the bed? Turn to 359. 

| Inspect the remains of the dresser? Turn to 452. 

t Search the He-Jackals? Turn to 473. 

| Decide to head downstairs? Turn to 104. 


Entry 239 

Leaving the light from the top of the stairs behind, you take the 
right passage. It is pitch black down here so you extend your arms 
in front of you to feel your way along. You can feel that this passage 
is fairly wide; though it’s full of piles of broken things; with both 
of your arms extended you can only touch one side of the passage. 
Creeping forward, you wander in the darkness, keeping your right 
hand on the wall, thinking that if you keep following a wall, you 
will eventually find to the exit. Unexpectedly, you feel something 
shift underfoot! You have a split second in the darkness to realize 
you’ve stepped on some kind of a trap, but with no light you have 
no way of knowing what is coming. This is your last thought as 
something hits you full force in the chest, puncturing your left lung 
and pinning you to the wall until you bleed to death. 

THE END. 
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Entry 240 

Wiping off your weapon, you wonder what other horrors 
await you here. You have another look into the first stall, mak¬ 
ing sure nothing else is in there. Satisfied, you begin to search 
the other stalls. The stall furthest from the entrance is piled 
with bones, both animal and human, as well as some that look 
disturbingly... in-between. Shards of cloth and leather are mixed 
in with the jumble of bones, along with the occasional rusted 
weapon. 

Do you search the stall across from this one? 
t If so, Turn to 116. 

| If you do not want to risk another attack and leave 
THE STABLES ALTOGETHER, TURN TO 106. 


Entry 241 

YOU APPROACH THE LARGE ABANDONED BUILDING IN THE CORNER OF 
the courtyard. From the outside it is completely still. The once 
fine wooden door hangs open, showing the dimly lit interior. The 
building is made of wood, and is covered in odd-looking vines. 
On closer inspection, they appear to be a different kind than 
the ones on the outer wall you saw when approaching the castle. 
These have a reddish tinge and strange bladders or seeds grow 
at irregular intervals along the vine. The vines cover the building 
like a blanket, even twining in and out a few of the windows. 

Above the door is a sign half-covered with these strange vines, 
showing a grey cat leaping over a mug of beer. 

Do you: 

t Enter the “Leaping Cat Pub”? Turn to 443. 

| Investigate the strange vines? Turn to 467. 

| Leave and head back to the well? Turn to 309. 
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Entry 242 

Digging deeper through the papers, you find more old lists of 
castle stores, pages of supplies to sell, and the like; it’s all very 
dry and boring. You stifle a yawn looking through them. 

Do you keep looking through the papers ? If so, you must eat 
a meal (cross a meal off from your Character Sheet, or if you 
do not have one, you must take 2 Hit Points of damage from 
hunger) and continue your search. Turn to 308. 

If you’re bored with the papers, will you: 

Look at the trunk? Turn to 389. 

Investigate the bed? Turn to 189. 

If you would like to leave, where do you go? 

The right hand door? Turn to 123. 

Take the stairway going up ? Turn to 365. 

Take the stairway going down? Turn to 28j. 

Leave the Inn altogether and walk back out to the Inner Gate¬ 
house? Turn to 63. 


Entry 243 

The bizarre pseudopod hits you square in the chest, knocking 
the wind out of you (deduct lHit Points). As you clutch your 
chest where the thing struck you, it flows down to the floor you 
must fight- it to the death. 


Wax Thing 




AV: 1 

Armor: 2 

DMG: 2 

Hit Points: 8 


If you win, turn to 6f. 
If you lose, turn to 183. 
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Entry 244 

The bizarre thing lies at your feet; you could swear that even 
though its mouth is filled with fungal growth, its lips have twist¬ 
ed into a kind of smile. Looking around the rest of the room, 
you see that the floor, walls, ceiling, and every other thing in 
the room are completely covered with various molds and fungi. 
There is a bed-like shape in the far right corner, something that 
looks like a wardrobe or a dresser along the left wall, and an¬ 
other shape that could be a table and two chairs along the far 
wall. In the center of the room is a large metal pipe coming up 
from the room below. It’s probably a chimney for the forge, and 
would have provided heat for this room in the colder months. 

As you step further into the room to inspect it, you almost 
trip over a lump on the floor. At first glance you thought it was 
just a mound of the strange growths in the room, but when 
you look more closely you see it was once a dog, now unmoving 
and covered with the same kind of mushrooms that claimed the 
figure you just fought by the doorway. After gently prodding it 
with your weapon, to make sure it will not attack, you turn your 
attention back to the rest of the room. 

If you investigate the dresser or wardrobe alone the leftmost 

wall, Turn to 211. 

Do you inspect the table and chairs? Turn to 120. 

If you would like to search the bed, turn to 87. 

Do you investigate the metal pipe in the center of the room? 

Turn to 116. 

Do you search the body of the thing by the door? Turn to 300. 
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Entry 245 

YOU ARE COMPLETELY SURPRISED BY THE THING THAT DARTS OUT 
from under the bed. Razor-sharp pincers bite into your leg and it 
leaps back, poised to strike you again. It looks like is something 
out of a nightmare, a giant spider with inhuman eyes eager to 
make you its next meal, but with the head of little girl in place 
of its abdomen. Her wide eyes flick around desperately, trying 
to look at you. Her blonde hair is filthy and matted, still tied 
with a dirty blue ribbon. Her teeth are clenched tightly in fear, 
and looking at the tears in her eyes you can see she’s at least as 
frightened as you are. “I told you,” she whispers, and then it is 
too late and you must to fight this abomination (deduct 1 Hit 
Point from the bite). 

If the name “Zelona” means anything to you, subtract that 
number from 367 and turn to that entry. 

If the name means nothing to you, turn to 162. 

Entry 246 

YOU CONTINUE TO THE NOW QUIET STALL, WEAPON AT THE READY FOR 
any occupant that could be inside. Your feet shuffling across 
the old hay strewn about on the dirt floor and your low steady 
breaths are the only noises you hear. Reaching the stall, you 
nervously lick your lips and get ready to pounce on whatever is 
inside. Kicking the stall open, you find... NOTHING! The stall 
is empty! 

Taking a deep breath, you manage a small smile. You got so 
worked up over nothing. 

You lower your weapon and get ready to leave when you feel a 
stabbing pain in your foot (Mark off 1 Hit Point)! Looking down 
you see what looks like a pinkish centipede with its pincers sunk 
into your boot! Another one is squirming through the hay near¬ 
by. Some of the elders from your village have talked about these 
before: they’re Telepapedes! Telepapedes are centipedes whose 
bodies look like brain tissue and have uncanny mental abilities; 
they must have been who moving the stall door with their men¬ 
tal powers in order to lure prey into the stable. 
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You must fight them both as one creature. 


Telepapedes 

AV: 1 Armor: 0 DMG: 1 Hit Points: 6 

SPECIAL: Because Telepapedes attack with deadly mental 
powers; any Armor you might be wearing does not reduce any 
damage you receive from a successful attack. 


If you win, turn to 8. 

If you lose, turn to 21 7. 

Entry 247 

Searching the ruined forge you realize it was deliberately 
smashed, with something really, really big. Looking around the 
room though, you do not see anything that could have possibly 
done this kind of damage to a stone structure. You start pick¬ 
ing up chunks of stone and tossing them aside to see if there is 
anything here. After a minute or two, you uncover a human skel¬ 
eton. In one hand is an iron hammer and in the other is a half 
forged sword. Both items have a light, coat of rust on them from 
being exposed to the elements. Hanging from an old leather belt 
draped over the skeleton’s hips is a quiver with six arrows still 
inside! The fletching is a bit ruffled, but they still seem to be in 
pretty good condition. 

If you take them, mark down that you have a quiver hanging 
off your belt now along with the six arrows. 

Do you now: 

| Sift through all the broken items on the floor? Turn 
to 205. 

| Leave and head to the well? Turn to 309. 

| Leave and head north between the buildings? Turn to 
250. 
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Entry 248 

Although repulsed by the looks of the candle, something in 
the back of your mind tells you that it might be of some use. 
You pull a cloth from nearby and dust it off. 

Picking the candle up gently and placing it in the cloth, you 
wrap it up and put it in your backpack (it will take up one slot 
in your backpack). You think you hear a soft sigh of relief as 
you place it in your pack, but after listening and not hearing 
anything more, you sling your back pack over your shoulder and 
continue upstairs. 


NOTE: No matter what else you do, you may NOT remove 
this candle from your backpack until the end of this book. If 
you have a full back pack and need to drop something, it can¬ 
not be this candle; something compels you to hang onto it. 


Turn to 3. 


Entry 249 

With hands sweaty and your mouth dry, you try the best you 
can to cover the short distance to the door unseen. Just when 
you think you will make it, you feel a sharp pain in your leg 
(Mark off 1 Hit Point of damage.) Glancing down, you see a 
dagger sticking into your leg, but there is no time to react; the 
creatures in the room are charging at you! The He-Jackal is us¬ 
ing the stick it was stirring the kettle with as a staff. One of the 
She-Jackals is unarmed but still has teeth and claws to be wary 
of begins to charge you. The last She-Jackal is running for the 
door but there is no way you can stop her from fleeing because 
you are fending off her companions. 

You must fight the He- and She- Jackals as a single creature. 


He and She-Jackals 



AV: 1 Armor: 1 

DMG: 3 

Hit Points: 8 


If you win, turn to 151. 
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If you lose, turn to 21 7. 


Entry 250 

YOU CREEP ALONG THE NARROW SPACE BETWEEN THE STABLES AND 

the smithy. You notice the windows here in both buildings are 
boarded up, but there is little else of interest. 

Do you: 

| Head to the gate house for the Outer Bailey? Turn to 
106. 

| Head to the courtyard in the corner of the Outer Bai¬ 
ley? Turn to 191. 

t Travel to the gate house for the Inner Bailey? Turn 
to 63. 

t Travel to the courtyard with the old well? Turn to 
309. 


Entry 251 

Climbing the stairs again, you arrive at the huge gap left at 
the top of the stairs from when they broke earlier. Determined 
to see what is at the top of the stairs, you back up a step and 
make a running leap up to the landing at the top of the stairway. 

Pick a Random Number: 

| If the number you picked was 2-4, Turn to 19. 

| If the number you picked was 5-12, Turn to 35. 


Entry 252 

Using your weapon to clear a path through the spider webs to 
the table goes quickly. The webs are old and have lost most of 
their stickiness. As you reach the table, you can see that whatev¬ 
er caused the castle to become abandoned must have happened 
suddenly and caught the inhabitants unprepared, for the table 
is still laden with a large meal, now obviously rotted away. The 
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remains of a cooked turkey and some kind of vegetables are set 
out in the center of the table and places are set for five diners. 
One of the knives at the place setting at the head of the table 
knives looks different than the rest and you pick it up curiously. 
Upon inspection, you realize it is a finely made silver dagger! 
This is a real find. You tuck it into your belt with satisfaction 
(Do not forget to add it as a weapon to your character sheet. If 
you have more than two weapons, you must discard one in favor 
of the dagger). 

Will you now: 

| Head to the wardrobe? Turn to 138. 

| Leave the Tannery? Turn to 191. 


Entry 253 

YOU DEAL THE HORROR A FINAL BLOW AND ITS LEGS TWITCH A BIT AS 
it slumps to the floor. A last tear rolls down the little girl’s face 
as she murmurs, “I miss daddy....” and is finally still and un¬ 
blinking. A wave of relief and sorrow washes over you. How did 
such a terrible thing come into existence? Does a similar fate he 
in store for you? 

Shaking your head sadly, you move on. Do you: 

| Walk over to the hole in the floor and try to peek 

OVER THE EDGE TO SEE WHAT YOU CAN SEE? TURN TO 78. 

t Head back to the main room and try the stairs going 
up? Turn to 365. 

| Head back to the main room and try the stairs going 
down? Turn to 284. 

| Leave the Inn and go back to the Inner Gatehouse? 
Turn to 63. 
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Entry 254 

“Psst, Hey!” You whisper to the He-Jackal, but that is all 
you get to say, for it spins around almost instantly. As soon as 
its dark eyes spot you, it begins screaming something in a lan¬ 
guage you do not understand. You curse under your breath as 
you see another He-Jackal running through the doorway. You 
must fight them both at the same time. 


2 He-Jackals 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 7 


If you win, turn to ljO. 
If you lose, turn to 217. 
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_ Entry 255 

As YOU GLANCE AROUND THE ROOM, FOR ANY SIGNS OF DANGER, YOU 
notice some odd-shaped stains under the scattered debris on the 
floor. When you look closer, you see they are bloody footprints! 
You did not notice them at first since the blood is dried and in 
the dim interior, they blend in quite well with the dark wood 
of the floorboards. You believe they are human footprints but 
something about them is a bit off. 

You can now continue searching the room. Would you like to: 
t Search the registry desk? Turn to 131. 

| Read the strange writing on the wall? Turn to 306. 

| Try to cross the room? Turn to 12. 
t Do YOU TAKE THE STAIRS UP? TURN TO 365. 
t Do YOU TAKE THE STAIRS DOWN? TURN TO 284. 

If you leave you will be in the courtyard by the Inner Bailey. 
Turn to 63. 
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Entry 256 

YOU STRAIN YOUR EYES TRYING TO SEE WHAT IS ATTACKING YOU IN 
the dim interior. At first it looks like two whips moving about. 
As your eyes adjust to the low light, you see they are attached 
to what looks like the headless body of a dog, which is walking 
on the ceiling! Instead of skin and fur, it is covered with some 
kind of slime and the “whips” you saw were two tentacle like 
appendages emerging from its underside, each ending in a suck- 
er-like mouth. 

You do not have any more time to contemplate this horrific 
thing since it leaps from the ceiling and pounces on you! 

It is difficult to see the semi translucent dog-monster’s body in 
the dim light. Subtract 1 from your AV for the duration of the 
battle. 


Slime Thing 



AV: 1 Armor: 1 

DMG: 3 

Hit Points: 5 


If you win the battle, turn to 31j. 
If you lose, turn to 217. 
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Entry 257 

This room has no windows and the only light is coming from 
the hallway, so the interior is dark and gloomy. This large area 
looks like it once was used for entertaining large groups of 
guests. In the center of the room is a large wooden table sur¬ 
rounded by long benches on either side, all bolted to the floor 
with metal brackets. One of the benches has a rolled up bedroll 
on it, which looks used but newer than its surroundings. 

The floor is relatively cleared of debris - it appears someone or 
something pushed all of it up against the walls. A large fireplace 
is set in the middle of the far wall, obviously connecting with the 
fireplace on the first floor. It seems a fire burned here recently. 
Despite the evidence of recent usage, there still seems to be a lot 
of spider webs in the room. 

Old portraits, some of them having dried and cracking paint, 
are hung on the walls around the room at regular intervals. 

Do you: 

| Investigate the bed roll? Turn to 70. 

t Look at the portraits along the walls? Turn to 32. 

t Search the room for anything of interest? Turn to 235. 

| Leave this room and head to the room at the far end of 
THE HALLWAY? TURN TO 393. 

| Leave this room and head downstairs? Turn to 157. 
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Entry 258 

Quietly as you can you turn to leave, but you only make it 
one step before the Babbling thing spots you and leaps on your 
back! Throwing the creature to the ground, you draw your weap¬ 
on and fight it. 


Mad Babbler 



AV: 1 Armor: 0 

DMG: 2 

Hit Points: 5 


For every round of combat you fight increase the damage taken 
by both you and the Babbler by 1 Hit Point from stepping on 
the nails in the floor. If you do not take any damage in a round 
of combat, you must still take 1 Hit Point of damage from the 
nails. 

If you win, turn to 231. 

If you lose, turn to 21 7. 
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Entry 259 

Parts of the wax people lie strewn about, some of them still 
twitching for a few seconds. After making sure they won’t be 
getting up again you look around the interior of the building. 
Small wooden racks in various states of disrepair line the walls 
to either side of you. Some appear rotten and on the verge of 
collapse; others have been obviously vandalized. Toward the back 
wall is a large black vat on an iron stand over a fire pit in the 
floor. A few flies are buzzing around the vat. Four large racks 
for candle dipping line the wall at the back of the building and a 
large puddle of wax drippings cover the floor as well, giving you 
a hint what kind of shop this was once upon a time. 

A few old moldy candle wicks, smashed glass bottles, and burnt 
down candle stubs are strewn across the floor. Remains of some 
workbenches lie still bolted to the wall, but the majority of the 
benches are missing. In the far right corner of the building is a 
stairway leading to the second floor. 

Bending over the corpses again, you take the three Skull Brooch¬ 
es, (Mark them on your Character Sheet as Special Items). 

Do you: 

| Investigate the vat? Turn to 401. 

| Inspect the candle racks? Turn to 490. 

| Look through the workbenches? Turn to 383. 

| Climb the stairs to the second floor? Turn to 3. 
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Entry 260 

Kneeling down, you begin investigating the broken tools that 
lie here, wondering if any of them are salvageable. While check¬ 
ing to see if you can unbend the shovel into something workable, 
you notice a small crack in-between a few chunks of the raw 
stone that marks the end of the corridor. Abandoning the bro¬ 
ken shovel, you wedge your fingers into it and pull with all your 
might. The stone begins to move. Dirt rains down on as you as 
you haul the large hunk of grey stone out of its resting place. 
You see a few iron bands on the other side of it, revealing that 
this is a carefully hidden door! 

With the door all the way open, you can now qo throuqh it. 

Turn to 320. 


If you would rather not go through this door, you can head back 
down the passage from where you came from. Turn to 392. 
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Entry 261 

YOU START TO PEER INTO THE COPPER KETTLE AND GAG, UNPREPARED 
for the stench emanating from it. You turn your face away in¬ 
stinctively, feeling the bile rise up in your throat. After a few 
moments of coughing wildly, you back up a bit and try a dif¬ 
ferent approach. Holding the staff the He-Jackal was using in 
one hand, you cover your mouth and nose with the sleeve of 
your other hand. You stir the liquid a bit and see that all sorts 
of things thrown in, entire stalks of wheat, ears of corn, and 
even a whole pumpkin. Understanding finally what the Jackal 
creatures were trying to do here now, you back away from the 
kettle and take a much-needed breath of air. They were trying to 
make beer! They must have known they needed the equipment 
in this room and along with some fruits and vegetables, but 
not knowing anything else they just threw in whatever produce 
they could lay their hands on. “I would rather drink the watered 
down stuff at the Argax pub than this,” you think, looking down 
at the deceased He-Jackal. “Another quest for good beer gone 
wrong.” you decide to move on. 

Do you now: 

t Search the Jackal creatures on the floor? Turn to 

318. 

| Investigate the crates? Turn to 492. 

| Decide to leave? Turn to 191. 
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Entry 262: You find a map of the castle. 
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(Image 262) 


Entry 262 

The desk is in fairly good condition for being in an abandoned 
castle. It is relatively dust free and there is nothing of note on 
the desk’s surface, but lying next to it on the floor is a folded 
piece of paper. Picking it up, you expect it to be brittle but it 
turns out to be fairly new. Unfolding it, it appears to be some 
kind of map of the castle! As you look it over, you think to your¬ 
self, “Why would a recent map be left here?” You gently re-fold 
it and tuck it in your pocket and continue on your way. 

Make a note on your Character Sheet, “Map - Entry 262”. Any 
time you need to reference the map you can return here. 

You can now keep searching the area. 

Investigate the end table ? Turn to 136. 

Search the dresser? Turn to 317. 

Or you can decide to leave, turn to 191. 
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Entry 263 

Continuing your search through the dresser you find what 
you would normally expect to find in a dresser for a little girl; 
clothes that have remained fairly neatly folded after all this 
time, once brightly colored lengths of string with shiny buttons 
threaded through them, drawings of bunnies and smiling suns. 
Looking through it takes a while but you do not discover any¬ 
thing of interest so you move on. 

Will you now: 

| Look in the open chest? Turn to 141. 

| Investigate the bed? Turn to 494. 

| Peer in the hole in the floor? Turn to 78. 

If you decide you can go to back to the main room. From there 
will you: 

| Try the stairs going up? Turn to 365. 

| Try the stairs going down? Turn to 284. 

| Leave the Inn and go back to the Inner Gatehouse? 

Turn to 63. 

Entry 264 

As THE MAN-SPIDER SCURRIES ACROSS THE FLOOR, SQUEAKING IN ITS 
language, you bring your foot down full force upon it, killing it 
instantly. Greenish gunk spurts out from its body. You feel some 
satisfaction from killing the thing that bit you, but there is the 
problem of trying to scrape the mess from the bottom of your 
boot. 

Cursing to yourself as you drag your boot across the bedroll, 
you decide to head elsewhere. 

t Would you like to look at the portraits? Turn to 32. 

t Do YOU HEAD TO THE DOOR AT THE END OF THE HALLWAY? 

Turn to 393. 

t Would you rather leave this place altogether and head 
BACK DOWNSTAIRS? TURN TO 157. 
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Entry 265 

YOU LOOK ABOUT THE ROOM, BUT THERE’S NOT MUCH HERE EXCEPT 
for a few piles of garbage here and there. At the far end of the 
room are four chests. Three are open, one is not. 

Do you investigate the first open chest? Turn to If 8. 

Do you investigate the second open chest? Turn to 212. 

Do you investigate the third open chest? Turn to 399. 

Do you investigate the closed chest? Turn to 321. 

If you want to leave and return to the room with the purplish 
ropes, turn to 186. 

If you head back downstairs, turn to 165. 


Entry 266 

Looking through the heaps of rusty tools on the workbench, 
you find knives, saws and various other cutting tools. They all 
appear to be rusty beyond repair, but you manage to accidently 
grab one that is still sharp! You yank your hand back quickly 
and see a thin trickle of blood on the palm of your right hand. 
Just a small scratch you think you will be alright (Mark off 1 
Hit Point). Cursing softly to yourself, you decide to leave the 
rest of the bench alone. 

Would you like to: 
t Head to the vat? Turn to 380. 

t Go upstairs? Turn to 213. 
t Leave? Turn to 191. 
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Entry 268: The fate of the silent adventurer you met in Argax. 






Entry 267 

YOU ASCEND THE WOODEN STAIRS A FEW OF THE STEPS CREAK LOUDLY AS 
you put your weight on them. As you reach the upper floor, you 
hear a loud snarl and look up to see what looks like a hunched-over 
humanoid, like a muscular human or a man-like bear. It is covered in 
grayish fur and has the head of a jackal. In one of its hands is what 
looks like a leg bone from a large animal, maybe a horse, which it 
uses as a club. It curls its lips at you and gets ready to attack. 

Do you fight the Jackal Brute? Turn to £29. 

Do you run ?! Turn to 81. 


(Image 268) Entry 268 

As SOON AS YOU TAKE A FEW STEPS NEARER TO THE SHAPE, THE FIRST 
thing you notice is the smell of death, followed closely by the 
soft sound of the buzzing of flies. The smell is so bad it makes 
your stomach heave a bit and you have to cover your mouth to 
suppress your gag reflex. Now that you are only a few feet away, 
a cloud of flies rises up from the black mass revealing the body 
of what you think was once a tall, thin, human male, dressed in 
the remains of grey leather armor. Most of his face is bloated 
and crawling with maggots, but you recognize him as one of the 
heroes who came through Argax a few weeks prior. You see his 
skull is smashed and the way he is laying suggests he fell from a 
great height — you assume it was from the top of the wall of the 
castle, but why would he be climbing up there and what made 
him fall? Surely he didn’t jump? The stench is so bad that you 
are physically shaken. The next time you are in combat, your 
ATTACK VALUE (AV) will be reduced by 1 for the entire com¬ 
bat. Once this combat is over, this penalty will go away. 

As you are standing over the broken form, you see the glint of 
something half buried in the grass and muck. When you pick it up 
and wipe it off with the hand that is not covering your mouth, you 
find a silver cloak brooch in the shape of a skull. It looks valuable 
so you take it with your free hand and place it in your pocket. Mov¬ 
ing away from the grisly form, hoping you do not meet up with the 
same fate (mark it on your Character Sheet as a Special Item). 

You CONTINUE YOUR WAY UP TO THE CASTLE. TURN TO 301. 


181 


Benny 







Entry 269 

With the three creatures lying dead at your feet, you look 
around the room. The main item of interest is the large copper 
kettle. The fire underneath is roaring and gives off so much heat 
the bottom of the kettle glows faintly. As the logs from the fire 
crack and pop, you see the nearby woodpile that must have been 
used to feed it. Also nearby is the pile of crates and boxes from 
which the She-Jackals were adding ingredients to the kettle. It 
looks like most of the other furniture here has been brokenup; 
only small pieces remain, probably used to feed the fire. 

Do you: 

t Search the bodies of the three Jackal people? Turn to 
318. 

| Investigate the copper kettle? Turn to 261. 
t Discover what is in the crates and boxes? Turn to 492. 

Entry 270 

Sneaking across a well-lit room is not your idea of easy, but 
then again, neither is taking on three opponents. You start to 
creep down the stairs, and freeze as you hear the He-Jackal yell. 
“Grrrrnwa! Fen arfzo!” it shouts, and one of the She-Jackals 
yaps something back in their strange tongue. You are almost to 
the door. 

Pick a Random Number. 

| If the number you have picked is 2-6, Turn to 249. 

| If the number you have picked is 7-12, Turn to 363. 
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Entry 271 

It takes a bit of effort to push your hand though the hard- 
ened layer of dried animal fat on top of the vat. The smell is 
unbelievable and all the flies nearby start buzzing around your 
head, angry that you have disturbed them. You swirl your arm 
around in the revolting goop for what seems like hours but is 
probably only a few minutes. You manage to pull up a few dif¬ 
ferent things - an old mug, a sandal, and a rusted belt buckle. 
Deciding there is nothing worthwhile here, you try to wipe your 
arm off the best you can and move on. 

Do you: 

| Head over to the candle racks to search them? Turn 
to 490. 

| Investigate the workbenches? Turn to 383. 

| Head up the stairs to the second floor? Turn to 3. 


Entry 272 

Like the other chests, this chest is made of sturdy oak and 
bound with iron bands. It’s open, and you can see it is filled 
with various clothes; there are a few sets of leather jerkins as 
well as a few pairs of leather leggings. 

NOTE: If you take the one of the suits of armor, each piece 
will add 1 to your total Armor score. For example: A Leather 
Jerkin has an Armor value of 1 and leather leggings also give a 
point of Armor, for a total of 2 points. Make note of it on your 
Character Sheet. 

You cannot wear two leather jerkins or two leather leggings. 
Since you will be wearing the armor is will not count as a back¬ 
pack item. 

There are also a set of clothes here as well as six backpacks, but 
none of them are useable since all of the metal clasps and buck¬ 
les that would normally hold the straps together are strangely 
missing. There are also a few leather scabbards here, but the 
swords are gone. Finally, as you root through the chest, down on 
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the bottom of it is a roll of six bandages which you can add to 
your bandage roll or backpack depending where you have room. 

After searching through the rest of the chest, you find nothing 
else of value and move on. 

Do you investigate the first open chest? Turn to If 8. 

Do you investigate the third open chest? Turn to 399. 

Do you investigate the closed chest? Turn to 321. 

Or you can leave. If you head back downstars, turn to 165. 

If you head outside and go back to the Inner Gatehouse, turn 
to 63. 


Entry 273 

YOU FEEL LIKE LETTING OUT A CHEER AS YOUR FOOT HITS THE FLOOR 
and you bypass the trap. You run only a few steps more then 
turn to watch your handiwork. Frenzy has claimed the Jackal 
Brute as it is determined to tear you in half. Its claws only are 
a few paces from you when the trap springs. The arrows hit the 
beast in the chest hard enough to pass most of the way through 
its body, pinning it to the wall. It roars with pain and anger at 
you and with the bone in its hand, it breaks all of the arrows in 
half and pulls itself away from the arrow shafts still stuck in the 
wall. Barely standing from blood loss, the beast kin stumbles 
toward you, determined to tear you in half before it gives in to 
death. 


Jackal Brute 



AV: 0 Armor: 0 

DMG: 3 

Hit Points: 2 


If you win, turn to 160. 
If you lose, turn to 217. 
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Entry 274 

Walking across the old blacksmith’s chambers, you reach 
what, upon closer inspection, is a dresser. 

It is covered in so much of the fungal growth that you could 
not immediately recognize it. The mushrooms and lichens are a 
blend of various colors and types and some of them have started 
bending toward the new source of natural light that is the door 
you opened. This makes you wonder just how long it has been 
since anyone has entered here and how this infestation began in 
the first place. There aren’t any answers to your internal puz¬ 
zlements, so you set about searching the dresser. However, the 
moment you touch it, the dresser collapses, causing all of the 
fungi growing on it, as well as all the fungi it lands on to release 
a small cloud of spores. 

You quickly cover your mouth and nose with your sleeve so you 
think you managed to not inhale any of the accursed particles. 
Just in case though, you decide to leave this area alone and 
move on to search the rest of the room. 

Do you inspect the table and chairs? Turn to 120. 

If you would like to search the bed, turn to 87. 

Do you investiqate the metal pipe in the center of the room? 

Turn to 176. 

Do you search the body of the thing by the door? Turn to 300. 

If you decide to leave, you go down the rickety stairs to the 

inner gatehouses, turn to 63. 
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Entry 275 

YOU STEP THROUGH THE WET GRASS, TO THE GREAT OBSTACLE BEFORE 
you. Even though it is crumbling away in many places, the wall 
itself must still be at least 25 feet tall, and it is covered in some 
type of vine that you have never seen before. Having climbed 
many trees back home in your youth, you wipe the dampness 
from your hands and prepare to climb up the vines and make 
your way into the castle. 

Turn to 21. 


Entry 276 

With the babbling thing completely unaware of your presence, 
you bring your weapon down on the back of its head - hard. The 
thing collapses with a grunt and lies on the floor twitching a bit, 
then lies still. 

Will you now: 

t Search the fireplace? Turn to 410. 

| Leave by the left-most door on the far side of the 
room? Turn to 316. 

| Leave by the right-most door, the one half blocked 
WITH DEBRIS ON THE FAR SIDE OF THE ROOM? TURN TO 123. 


Entry 277 

Your leg feels like you fell into a campfire and you scramble 
to grab hold of something but grasp nothing but empty space. 
Falling backwards for an instant that feels like an eternity, you 
land painfully on the pile of jagged stone and broken boards you 
saw from above. 

Mark off 3 Hit Points of damage from the fall. 

If you are still alive, turn to 392. 
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Entry 278 

The three Babblers now lie on the floor at your feet, two of 
them still twitching and trying to get up, even though one is 
missing a leg and the other you hit directly in the throat. Fi¬ 
nally, they give in to the forces of death and lie still. They are 
dressed in only the tiniest coverings of rags; it does not appear 
their garments could hold much at all even if they had pockets. 

Would you like to search them anyway? Turn to 333. 

If you are afraid of what you will find, you decide to just leave 
them be and enter the door the two came through. Turn to 20f. 

If not, would you like to head back to the room with the purple 
ropes? Turn to 186. 

If you would like to head back downstairs to the main entrance 
way, turn to 165. 


Entry 279 

As SOON AS YOU STICK YOUR HEAD INTO THE FIREPLACE TO LOOK UP 
the chimney, something leaps out of the kettle and attacks you. 
A chameleon snake! They’re deadly venomous snakes with the 
mimicking ability of a chameleon. 

You are surprised, so for the first round of combat you must 
subtract 1 from your AV. 


Chameleon Snake 



AV: 2 Armor: 0 

DMG: 2 

Hit Points: 3 


If you win, do you want to: 

| Investigate the chimney? Turn to 89. 

| Inspect the kettle the snake was living in? Turn to 185. 
| If you lose, turn to 217. 
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Entry 280 

YOU WALK DOWN THE DARK PASSAGE. It’S DIFFICULT TO TRAVERSE, 
with large sections of the ceiling fallen away, making the floor 
rough. You twist your ankle painfully more than once. After a 
few minutes, you hear a deafening roar from behind you! The 
passage is collapsing! You run forward at top speed, trying to 
avoid being buried alive. Just when you think you will make it, 
you see a door ahead of you! You feel the rocks and dirt falling 
around your legs and occasionally hitting you in the back. You 
must hurl yourself against the door and break it down! 

Pick a Random Number: 

| If the number is 2-5, turn to 61. 

| If the number is 6-12, turn to 431. 


Entry 281 

YOU ROLL UP YOUR SLEEVES AND BEGIN TO EXCAVATE THE DOOR. It IS 
difficult work and as much as you try to remain quiet, you 
still make quite a bit of noise. As you try to lift a particularly 
heavy broken chunk of stone, it slips out of your fingers only a 
few inches off the floor and lands with a loud CLUNK! As you 
bend over to try to move it again, you hear something scuttling 
around on the other side of the door and after a brief moment 
of silence, you hear the voice of a young girl, half sobbing as she 
speaks. “Please go away, something bad is coming. If you stay, it 
will find you and if it finds you, it will find me too.” 

You try to talk to the voice a bit but it only weeps and does 
not respond to you. After a few more moments of sobbing, the 
mysterious voice falls silent. 

Do you finish clearing the door? Turn to j!6. 

Do you leave the child alone and try the other door? Turn to 316. 

Do you leave this area and try going upstairs? Turn to 365. 

Do you leave this area and try going downstairs ? Turn to 28j. 

Do you leave this building altogether? Turn to 63. 
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Entry 282 

Keeping a close eye on the body, you step into the dark build- 
ing. There are a few wheelbarrows here in various states of de¬ 
cay and you count at least ten shovels of various types lined up 
against one wall. From somewhere in the darkness to your right, 
you think you heard some kind of movement, but in the dark¬ 
ness you cannot see anything. 

Do you have a torch or a lantern ? If so, turn to 86. 

If not, turn to 153. 


Entry 283 

As THE BLADDER HITS THE GROUND THERE IS A FIERY EXPLOSION, THE 
force of which flings you back a few feet. Your hair and clothes 
burst into flame! You roll around on the ground trying to put 
yourself out but to no avail. The last thing you see is the wooden 
tavern going up in flames, sharing your demise. 

THE END. 


Entry 284 

The stairs heading down in the cellar groan loudly. Some of the 
steps are warped, maybe from water damage, and as you descend 
further you can hear the sounds of nameless things scurrying away 
in the darkness. When you reach the bottom of the stairs, you can 
only see a short way into the darkness. You can see no walls except 
for the one behind you, so this must be a large area - as large as 
the whole building above you, maybe larger. It must also once have 
been used as a storage area for the inn, since there are large piles 
of wooden furniture here, some of which reach up almost to the 
ceiling. There are only a few mazelike walkways through the stacks 
of broken debris, rotten sacks, and heaps of clutter. 

Do you have a torch, or a lantern with oil? Turn to 180. 

If you do not have a torch or lantern, or if you have a lantern 
but no oil, turn to 18. 
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Entry 285 

YOU TRY TO HEAD UPSTAIRS AS QUIETLY AS YOU CAN, BUT KNOW THAT 
if anything is up here, it must have heard you moving all that 
furniture away from the bottom of the stairs. The upper floor 
is dark and gloomy. Very little light comes in from the outside 
because all the windows have been boarded up tight. In the thin 
streams of light filtering in from the window, a human form can 
be seen lying face down on the far side of the room. 

Do you have a torch or a lantern with oil? Turn to 133. 

If you do not have a torch, or lantern, or if you have a lantern 
but no oil, turn to 163. 

If you’d rather leave this place, turn to 63. 

Entry 286 

Not sure you want all three of these things to surround you; 
you start to back up a few steps to keep an eye on all three of 
them. The nearest one snarls at you like a dog, and pounces on 
you. The other two follow suit and you must now fight all three 
of them. 


Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 8 


If you win turn to 278. 
If you lose, turn to 217. 
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Entry 287 

You CROUCH DOWN TO LOOK UNDER THE TABLE AND CAN CLEARLY SEE 
that there is nothing of interest there. You are just pulling your 
head out when it collapses in front of you, missing your face by 
mere inches. Deciding there is nothing really here you move on. 

Do you now: 

t If you investigate the dresser or wardrobe along the 
LEFTMOST WALL, TURN TO 274. 

| If you would like to search the bed, turn to 87. 

t Do YOU INVESTIGATE THE METAL PIPE IN THE CENTER OF THE 

room? Turn to 476. 

t Do YOU SEARCH THE BODY OF THE THING BY THE DOOR? TURN 

TO 300. 

| Decide to leave this place by the rickety stairs, Turn 
to 63. 


Entry 288 

Not waiting around to see what happens with the strange can- 
dle wax, you turn around and bolt for the door. But the blob 
has other ideas, and it flows across the ceiling like a waterfall 
and reaches the door before you get there, blocking your escape. 
A flesh-like pseudopod extends from it ready to try to grab and 
devour you. You realize now your only escape is to fight. 


Wax Thing 




AV: 1 

Armor: 2 

DMG: 2 

Hit Points: 8 


If you win, turn to 36. 
If you lose, turn to 183. 
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Entry 289 

Opening the door into the cellar room you see the walls and 
floors were once built of reddish brick. Most of the bricks are 
now strewn about, as the mortar that held them together seems 
long gone. The center of the room is completely clear of the tum¬ 
bled bricks, which have mostly been pushed up against the now 
dirt-and-rock walls. There is a large hole in the wall opposite of 
you, directly across from the door through which you entered. 
Between you and that opening, however, is a strange puddle of 
liquid. It is hard to tell at this distance, but you think you see 
various colors swirling around inside of it. 

Will you now: 

t Search the walls? Turn to 474. 

t Search the mysterious puddle? Turn to 33. 

| Leave this maze and head back upstairs? Turn to 169. 

t Skirt the puddle, and head down the passage through 
THE HOLE IN THE WALL? TURN TO 208. 


Entry 290 

Trying to dig a grave for the squire with no shovel is taking 
a lot longer than you originally thought. The sun is disappear¬ 
ing behind the horizon and the grave is only half way dug. As 
you continue your grisly work, the smell of decay has attracted 
something from the depths of the lake. Slithering from the lake 
comes a reptilian thing the size of a cottage. Its maw alone could 
chomp you down in a half of a bite. A Vorpadile! Judging by the 
color of its scales it’s still fairly young. As you prepare to meet 
your doom, it actually heads to the squire’s corpse instead of 
you and is about to snap it up in its powerful jaws. 

Do you run, not willing to face such a herculean thing for 
someone you hardly know? Minus 1 ration, if you do not have 
the Hunting skill, and turn to 106. 

Do you stand and fight it? Not willing to allow the boy to be its 
next meal? Turn to 155. 
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Entry 291 

Entering the first door, you realize why it was not shut all 
the way - the hinges appear to be broken in some way, so the 
door cannot swing completely shut. The first thing you see when 
you come inside is a registry desk. The cup for the quill and ink 
bottle is unsurprisingly empty, but the walls of this area are 
covered in some kind of peculiar writing and at first glance, it 
does not look to be in any sort of language you understand. To 
your right is a large open room, fairly well lit from light steam¬ 
ing in through the windows. There is a circular fireplace set in 
the middle of the large room, and it appears to have been used 
recently since there are still curls of smoke rising from it. To 
your left are two sets of stairs, one heading up to the floor above 
you and the other set leading down to what must be a basement 
or cellar. Most importantly, the floor of the main room here is 
littered with boards of various sizes. All of them have multiple 
nails sticking up through them into the air, which will make tra¬ 
versing the room difficult without stepping on a nail. 

Do you: 

| Have the skill Hunting? Turn to 255. 

If not, will you: 

t Search the registry desk? Turn to 131. 

| Read the strange writing on the wall? Turn to 306. 

| Try to cross the room? Turn to 12. 

t Do YOU TAKE THE STAIRS UP? TURN TO 365. 

t Do YOU TAKE THE STAIRS DOWN? TURN TO 284. 

| If you leave you will be back by the Inner Bailey. Turn 
to 63. 


193 











Entry 292 

The sphere hurtles at your head and at the last moment you 
duck to your right. It passes over your shoulder, singeing your 
hair and burning the side of your neck (Mark off 1 Hit Point). 
You prepare to charge the Babbler Queen, but the guard has 
other ideas and swings his club toward you. You must now fight 
the guard, while the Queen begins another spell. 

Turn to 196. 


Entry 293 

Right inside the door is the bloodstain from the spider you 
killed when you first entered here. Oddly, the body of the spi¬ 
der is nowhere to be seen. Beyond the entrance in the leftmost 
corner, is some kind of vat. Drying racks still line the left wall 
and work benches remain in place on the right. Cobwebs cover 
everything and it doesn’t look like anyone other than you has 
been here in ages. Enough light to see by streams in through a 
few windows and illuminates the rickety stairs at the back of the 
dimly lit building, heading upward to the second floor. 

Do you: 

t Search the vat? Turn to 380. 

| Investigate the workbenches? Turn to 137. 

t Head upstairs? Turn to 213. 

| Leave and head back to the Outer Bailey to the right? 

Turn to 106. 

| Leave and head to the left to a small courtyard? Turn 

to 191. 
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Entry 294 

Further and further you climb. Finally you realize you are 
reaching the end of your strength. You are almost in complete 
darkness now but you can feel droplets of moisture hitting your 
face, so you know you must be close to the bottom of the well. 

Do you keep climbing downward? Turn to 488. 

Do you decide you have had enough and try to climb back to 
the surface ? Turn to AA9. 


Entry 295 

The axe is longer than you are tall, and the blade is bigger 
than many of the shields you have seen. Just how this axe got 
imbedded with such great depth into the bar here is a mystery 
in and of itself, since the ceiling here, while high, would not al¬ 
low enough space to swing this large axe with enough force to 
embed it into the bar. You are not sure how long this axe has 
been here, but you do not see any rust on the blade nor any 
nicks or cuts on the handle. 

Do you: 

t Try to pull the axe out of the wooden bar? Turn to 
152. 

| Investigate behind the bar? Turn to 483. 

t Inspect the fireplace and the kettle? Turn to 434. 

t Look at all the broken tables and chairs? Turn to 93. 

| GO UP THE STAIRS? TURN TO 496. 

| Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 296 

Try as you might, the door does not budge. More and more 
dirt is shaking loose from the ceiling and you decide to stop be¬ 
fore you are buried alive. Instead, you put an eye to one of the 
wider cracks in the door, curious about why it is so unforgiving. 
With the small amount of light you have as well as some kind of 
illumination on the other side of the door, you can see into the 
room beyond. It contains what looks like rolls of cloth and a few 
tables and benches, and there is a gaping hole in the wall on the 
far side of the room, but you still don’t know why the door can’t 
be opened. “Whoever is supposed to be the repairman in this 
place needs to find a new line of work,” you grumble to yourself 
as you turn around and head back. 

Turn to A22. 

Entry 297 

A FEW OF THE STEPS CREAK LOUDLY, WHICH YOU THINK MIGHT HAVE 
attracted some attention. You stop at the top of the stairs and 
see what lies in wait for you. 

Turn to 175. 
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_ Entry 298 

Crouching down, you start to sift through all the broken 
stuff on the floor. It appears that this building has been thor¬ 
oughly searched, if the total disarray of this building is anything 
to go by. Most of what you find are odd shaped pieces of leather, 
now old and rotted, which must have been discarded here on 
the floor long ago. Catching a glimpse of something further back 
underneath the bench, you see an old iron ring attached to the 
floor. A hidden trapdoor! 

Do you: 

| Move the workbench and open the trap door? Turn to 
331. 

t Head upstairs? Turn to 213. 

t Leave? Turn to 191. 


Entry 299 

As SOON AS YOUR FOOT HITS THE FLOOR, THE TRAP YOU SET SNAPS TO 
life and the mechanism that is supposed to be filled with arrows, 
smacks you in the arm, making you wince from the pain. In an 
instant the Jackal Brute is on you, and you must fight it to the 
death. 

Subtract 1 from your AV for the first round of combat while 
your arm is sore from the trap. 


Jackal Brute 



AV: 1 Armor: 0 

DMG: 4 

Hit Points: 10 


If you win, turn to 460. 
If you lose, turn to 217. 


197 


Benny 











Entry 300 

You’ve only been in the room for a few moments, but when you 
look back at the fallen fungal thing at the door, you are startled. 
The few spots of flesh that remained untouched by the mush¬ 
rooms are all gone now, as if they never were. You can still see 
a bit of hair at the top of what’s left of the head and a few bits 
and pieces of clothing, but there is no human flesh left on the 
body of the creature that you just fought a few moments ago. 

Do you still want to search the thing? Turn to 462. 

If you do not want to search it, but would like to finish looking 
around upstairs, Turn to 170. 

If all of a sudden you do not feel very safe in this room, you 
can leave by heading down the broken steps and Turn to 63. 

Entry 301 

Seeing your weapon melted away you begin to question your 
wisdom of fighting something with no shape and turn to run. 
You cannot see where you are going and as you take your first 
step, you trip and land flat on your face. The slime has flowed 
over your foot and your boot is now stuck fast in the goo! While 
you to frantically try to wriggle free it finally dissolves your 
boot; the pain shoots up your leg and you scream with all the 
air in your lungs. The pain is unbearable as you feel the slime 
forcing tendrils of itself up your legs, underneath your skin. Your 
muscles and bones are rapidly dissolved. 

Your last agonized shrieks are long and terrible, but no one 
hears them. 

THE END. 


Entry 302 

With a solid blow from your weapon, you shatter the Jackal 
Brute’s bone club into fragments that scatter across the room. 
The thing blinks once at the remains, not fully understanding 
what happened. You take this opportunity to strike and drive 
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your weapon into its side. Yowling with pain it turns back to 
you, ready to finish you off with its bare hands. 


Return to A29 and finish the combat, but make sure to lower 
the AV from 2 to 1. 


_ Entry 303 

As YOU TURN THE KEY AND OPEN THE DOOR, YOU CAN TELL NO ONE 
has been inside the old tower for a long time. The only signs of 
inhabitation you see are a few crisscrossing tracks in the dust on 
the floor; from the size and shape of them they were most like¬ 
ly made by rats. To your right is the open space where a stone 
staircase used to be, now long collapsed. You can see the misty 
sky though the opening in the ceiling, and it appears the stairs 
went downward as well, but without proper digging equipment, 
you will not be able to remove that much broken stonework. 

The rest of the area inside the tower looks like it was once a 
barracks. The remains of banners decorate the walls, but the 
designs on the banners are difficult to discern since they are so 
faded with age. One of them might have belonged to the King¬ 
dom of Bartol to the east — for you can see the Bartolian mine 
and pickaxe — but it is done in an art style unfamiliar to you. 

There are six bed frames here, but the mattresses themselves 
have long since rotted away. Even the vermin that once nested 
here abandoned the place long ago. There are a few pieces of 
rotten wood and tarnished brass corner pieces from a few chests 
or trunks are scattered across the floor, suggesting there were 
once storage containers here also, now long since looted and 
destroyed. 

Would you like to: 

| Take a closer look the old banners? Turn to 426. 

| Look through the remains of the old beds? Turn to 41. 

t Search through the remains on the floor? Turn to 225. 

| Decide to leave by heading back to Outer Bailey? Turn 
to 106. 

If you have a shovel, you can attempt to dig through the re¬ 
mains of the old stairway. If you choose to do this, there was a 
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total number of shovels where in the location you found it. Add 
the total number of shovels to this entry and it should suggest 
a new entry to you. If the entry does not make any sense, the 
shovel breaks and you must cross it from your character sheet. 

Entry 304 

As YOU APPROACH THE CASTLE ITSELF YOU SEE THAT IT IS BUILT OF 
large dark gray stone. It once must have been a true marvel to 
behold, but now it is eerie and silent. The relic of a time long 
past, it fell to unknown conquerors generations before you were 
born. No one alive now knows how or by whom it was con¬ 
quered, or even who it was last inhabited by, never mind how it 
fell to ruin; now large chunks of stone from the crumbling wall 
lie strewn about like the broken teeth of a long dead giant. The 
gate house actually leans a bit the right, so while the gate is all 
the way down, there is a spot on the left where the great port¬ 
cullis does not reach all the way to the ground. Examining the 
gap, you believe you could slip underneath it. But lying prone on 
your stomach to slip under the gate in such an obviously danger¬ 
ous place gives you cause for alarm. 

Looking about further, you notice that the walls are sporadi¬ 
cally covered in vines and creepers of all sorts. They cover most 
of the walls and towers and would provide ideal handholds for 
climbing up and over the wall. 

If you have the Hunting skill, turn to 127. 

If not, do you: 

| Get on your stomach and try to wiggle your way under 
THE TWISTED GATE? TURN TO 360. 

| Walk over to the vines and attempt to climb over the 
wall? Turn to 275. 
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Entry 305 

Being as careful as you can, you begin to make your way 
across the room. 

Pick a Random Number, if you possess the Stealth skill, add 2 
to the number you pick. 

| If the number you have picked is 2-6, turn to 386. 

| If the number you have picked is 7-12, turn to 182. 


Entry 306 

As YOU LOOK MORE CLOSELY AT THE INSCRIPTIONS ON THE WALL CLOS- 
er you realize they are just the ramblings of a mind consumed 
by madness. There are statements here that could have been 
written by a three year old, transitioning seamlessly into an odd 
mathematical formula that you cannot comprehend. It looks like 
just about anything that could possibly make a mark was used 
to write on the walls here - chalk, ink, dirt, charcoal, even blood 
and other bodily fluids. 

Do you: 

| Continue to read the scribbling on the wall, hoping to 
DISCOVER SOMETHING INTERESTING? TURN TO 408. 

t Search the registry desk? Turn to 131. 

| Try to cross the room? Turn to 12. 

t Do YOU TAKE THE STAIRS UP? TURN TO 365. 

t Do YOU TAKE THE STAIRS DOWN? TURN TO 284. 

| If you leave you will be back at the Inner Bailey. Turn 
to 63. 
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Entry 307 

YOU RUN DOWN THE STAIRS SO FAST, YOUR FEET ONLY CONNECT WITH 
every third or fourth step. The blood is pounding in your ears as 
you desperately try to beat your pursuer to the door and slam 
it behind you. 

Pick a Random Number: 
t If you picked 2-5, turn to 325. 

| If you picked, 6-12, turn to 344. 


Entry 308 _ 

Absentmindedly, you continue paging through the stacks of 
documents while you slowly chew your food. You begin to won¬ 
der why and how all of these documents have ended up here. 
They seem to be a complete jumble of different things all thrown 
into one pile. As you finish eating you are almost to the bot¬ 
tom of the pile when you notice something odd. The papers on 
the top of the stack are all old documents, but you see a piece 
of parchment on the bottom that cannot be more than a few 
months old! You hastily pull it out of the stack and look it over. 

What you read is astounding. The parchment contains notes 
written by a scholar from a group calling themselves the “Bene¬ 
factors”, a group of scholars, scientists and alchemists who in¬ 
habit one of the larger islands to the far west, on the southern 
edge of the Shattered Coast. He came to this castle specifically 
to look for something, either an old temple or a relic from an old 
temple (it is hard to determine just exactly what the scholar was 
writing about due to his terrible handwriting and his unfamiliar 
dialect). There are also notes about Mu, the second moon, but it 
is difficult to understand just what he was talking about here as 
well; something about a certain phase of the moon. Finally, he 
mentions the castle itself and how he is planning to claim it for 
his own; he felt it would be the perfect spot for his research since 
it was built in a previous age but the merchant who was bring¬ 
ing the one item to prove he was the rightful owner disappeared. 
There is no mention of what the item was. 

There are also a few notes about a patrol from the town of 
Carrolsburg which followed him here for some reason, and a de- 
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scription of being harassed by a group wearing brooches or cloak 
pins in the shape of a skull and led by a great warrior wearing a 
giant skull for a helmet. 

He also details how the deaths of some members of his explora¬ 
tion party. They were attacked by creatures in the Outer Bailey 
so the scholar moved his research into the main keep, locking 
the Inner Bailey from the inside so they would be safe from such 
threats. 

He neglects to mention how his party gets food, water, and 
other supplies, for if the age of the parchment is any indication, 
they have been here long enough that any supplies they had 
with them must have long since run out. 

Putting the stack of papers back onto the desk, you sit still 
for a moment and ponder what you’ve just read. You do not 
remember a group as large as the scholars or those wearers of 
the skull-shaped pins coming through your village. Carrolsburg 
is far to the east, but it is one of the nearest settlements to the 
castle. You wonder why the scholar hid the papers instead of 
taking them with him, and realize that these papers have left 
you with more questions than answers. You get the feeling some¬ 
thing more is happening at the castle than just a simple treasure 
hunt. Gathering your gear, you move on. 

Will you now: 

| Look at the trunk? Turn to 389. 

| Investigate the bed? Turn to 489. 

| If you would like to leave, where do you go? 

t Through the right hand door? Turn to 123. 

t Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 
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(Image 309) 


Entry 309 

YOU ARE MILDLY NERVOUS ABOUT WALKING ACROSS THIS WIDE OPEN 
space to the old well, but you tell yourself, “It’s about time this 
blasted mist worked in my favor.” At the edge of the well, you 
notice the cross beam that used to hold the rope and bucket 
is still here, lying on the ground near the well, but only a few 
feet of rope are still attached, not enough to be of any real use. 
You peer over the edge into the well, but all you can see inside 
is thick, impenetrable darkness. The bricks inside the well are 
uneven and jagged, so you could try to climb down into the well 
if you wish. 

Do you wish to try to climb into the well? Turn to 71. 

There is a vine-covered building nearby; would you like to in¬ 
vestigate it? Turn to 211. 

If you would rather just head back to the Outer Bailey, turn to 
106. 


There is the dark shape of a gatehouse further into the castle 
grounds - if you would like to head to it, turn to 63. 
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Entry 309: Staring down into impenetrable darkness. 








































Entry 310 

YOU ARE ABOUT TO LEAVE WHEN IT DAWNS ON YOU THAT THERE IS NO 
wind to move the door of the stall. If there was, all of the mist 
would be dissipated by it! 

Armed with this knowledge, do you now: 
t Approach the stall? Turn to 122. 
t Search the hay? Turn to 179. 

| Leave this place. Turn to 106. 


Entry 311 

YOU SMASH YOUR WEAPON DOWN ONTO THE BEDROLL WITH FULL 
force and hear a loud human-like shriek! You lift your weapon 
again and wait for a full minute poised to attack again, but see¬ 
ing that the bedroll doesn’t move again you decide to use your 
weapon to unroll it. 

Inside is a humanoid maybe six inches tall, covered in reddish 
fur, with four additional limbs sprouting from its back like mis¬ 
placed spider legs. Its head is also spider-like, with multiple 
green globes for eyes and a set of fangs where its mouth should 
be. When you hit the bedroll with your weapon you must’ve 
connected with this creature, because the inside of the blanket 
is smeared with a greenish ichor that could have only come from 
the strange man-spider. 

You poke it with your weapon a bit to confirm that it is defi¬ 
nitely dead. The bedroll has nothing else of interest and you 
decide to pack up and leave this room. 

Do you now: 

| Head to the door at the far end of the corridor? Turn 
to 393. 

| Leave this place and head downstairs? Turn to 157. 
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Entry 312 

The pain in your leg is unbearable. You scream and struggle, 

involuntarily releasing your grip on the wall. The wounded leg 
gives out altogether and you fall, spinning through space. Un¬ 
fortunately, you land face first on the pile of broken boards 
and loose stones you saw from the top of the hole. The impact 
smashes your skull and kills you instantly. Your body will never 
be found. 

THE END. 


Entry 313 

Remembering the one good shovel you took out of the ten in 
the grass-covered shed, you unstrap it from your back and begin 
digging. 

Turn to 30. 


Entry 314 

YOU GET A GOOD GRIP ON THE GATE OF THE INNER BAILEY AND TRY 
to open it, flexing your muscles as hard as you can. Alas, the 
gate does not budge even a little bit. Eventually, your arms 
start shaking from exhaustion and you have to admit defeat. 

You step back and let your arms hang down for a moment to 
ease the strain, and then head elsewhere. 

Turn to 63. 
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Entry 315 

When you step back into the room, you find no sign of the 
queen, only a small pile of greasy ash where she once stood. The 
room is filled with an odd stillness and silence that suggests the 
aftermath of some terrible disaster. 

Will you now: 

| Inspect the queen’s ashes? Turn to 139. 

| Investigate the ‘throne’? Turn to 226. 

| Look around the room? Turn to 265. 

Entry 316 

The door on the left is covered in more of the chaotic writ- 
ing you have seen elsewhere. It seems a bit more faded here, a 
lot older than the scrawling on the walls. Looking at the writing 
gives you a headache; forcing you to glance elsewhere, you see 
that the door is slightly open. Peeking into the room beyond, 
you see it looks abandoned. There is very little left here and the 
only distinguishing feature is that the floorboards have warped 
quite a bit, leaving the floor lumpy and disfigured. Other than 
that, it is clear that this was once a finely-furnished lodging. 
The bed was once a four-poster canopy bed, though now two of 
the poles are broken and missing. A wide iron trunk with brass 
corners rests on the floor at the foot of the bed and a writing 
desk sits in the far corner, under a window. The chair for it is 
missing. 

Do you: 

t Search the trunk? Turn to 389. 

| Investigate the bed? Turn to 489. 

| Examine the writing desk? Turn to 73. 
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Entry 317 

When you open the dresser you are so wary of attack you 
stand to one side, ready for anything. However, when you open 
the drawers, all you find inside is a set of nicely folded blue 
robes. They look like the type of robes a priest or a monk might 
wear, with hoods and wide sleeves. You search around under¬ 
neath them to make certain there is nothing hidden in any of 
the drawers, but all you find is dust and stray threads from the 
robes. 

Do you now search the desk with the paper on it? Turn to 262. 

If you decide that there is little else here, you head downstairs 
and back outside. Turn to 191. 


Entry 318 

Searching the fallen creatures is a relatively short task since 
their clothes consist of old rags. You notice a bracelet on the 
He-Jackals wrist set with a few greenish gemstones. You take 
the bracelet (Mark it on your Character Sheet as a Special Item) 
and in addition to a single silver piece, they are the only things 
of value you find on the bodies. 

Next will you: 

| Peer in the copper kettle? Turn to 261. 

| Investigate the crates? Turn to 492. 

| Decide you’ve had enough of this place and leave? Turn 

TO 191. 
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Entry 319 

You’re expecting treachery from the babblers, so it is no sur- 
prise when one tries to snatch your weapon from your belt. Nim¬ 
bly dodging its attempt, you draw your weapon and face all 
three of them. 


Three Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 8 


If you win, turn to 278. 

If you lose, turn to 21 7. 

Entry 320 

Looking through the new opening, you see a room filled with 
untidy stacks of moldering books and papers. The room has an 
air of agelessness to it, as though it is some ancient, unchanging 
place disconnected from the passage of time. Some of the piles 
of books are almost as tall as you are, turning the room into a 
forest of sorts. You step into the room. 

Turn to 448. 
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Entry 321 

The closed chest is locked with a small padlock of blackish 
metal. There are burn marks upon it, as if someone tried pour¬ 
ing acid on it once upon a time. Do you have a key you would 
like to try? If so, add 6 to the number on the key and if the pas¬ 
sage you go to makes sense, the key fits, if not you are unable to 
open the chest and have to move on. 

Do you investigate the first open chest? Turn to If 8. 

Do you investigate the second open chest? Turn to 212. 

Do you investigate the third open chest? Turn to 399. 

Or you can leave by heading back downstairs? Turn to 165. 

Entry 322 

Tapping on the bottom of the trunk makes a hollow sound, 
prompting you to look for some mechanism to open it. It doesn’t 
take long, for you to find something to hook your finger into. 
You slide the panel aside. 

In the bottom of the trunk, is a finely carved statue of a bar- 
bar ian-like figure holding a hammer above his head as if he just 
achieved victory over something. Beneath the figure is a roll of 
5 bandages and a large book, covered in thick dark leather and 
lying on a piece of tattered, rotted cloth. 

Do you try to read the book? 

| If so, turn to 459. 
t If not, you can now turn to 316. 
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Entry 323 _ 

As YOU PULL THINGS FROM THE LARGE PILES OF JUNK, YOU CAN FEEL 
things shift and slide. More than once you jump backward, 
splashing around in the water, because you think you are about 
to bring the entire pile down around your ears. After a few mo¬ 
ments of searching, you find the following: 

- A hammer with a cracked metal head with Freyish runes on 
the side that you cannot understand. If you take it, remember 
you can only carry two weapons at a time and adjust your 
Character Sheet accordingly. 

- A single worn leather boot. 

- A pewter candle holder, shaped like a woman holding a child. 

The boot or the candle holder will each take one space in your 
backpack on your Character Sheet. If you take any of the items 
make the necessary adjustments to your Character Sheet and 
you continue on your way. 

Turn to H9. 

Entry 324 

YOU RUMMAGE ABOUT IN YOUR BACKPACK LOOKING FOR SOMETHING, 

ANYTHING you could use with the statues to no avail. As you 
frantically dig through your backpack, the black oily slime creeps 
up on you. With nowhere to run you are quickly dissolved into 
nothingness. 

It is a painful death. 

THE END. 
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Entry 325 

Your spirits soar as you grasp the door handle, but just as 
you are about to slam the door, pain explodes in your right 
shoulder as the Jackal Brute’s club connects (Cross off 2 Hit 
Points of damage from the blow). Numbness radiates down your 
arm. You spin around to face your opponent in a fight to the 
death. 


Jackal Brute 



AV: 1 Armor: 0 

DMG: 4 

Hit Points: 10 


If you win the battle, do you want to: 

| Head upstairs and see what the creature was guarding? 
Turn to 460. 

| Decide you have had enough of this place and move on? 
Turn to 191. 


If you lose, turn to 217. 
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Entry 326 

After searching through endless piles of junk for what seems 
like hours, you are getting ready to leave when you stumble 
over an old bent crowbar sticking out of a coal pile. When you 
look back to make sure you aren’t being attacked, you see the 
corner of a highly polished metal box now sticking out of the 
pile. Picking it up and dusting it off, you carefully open it. In¬ 
side, wrapped in a piece of velvet, is a beautifully carved silver 
ring, set with a yellow gemstone. Engraved on the inside are the 
words “To Muna, the finest woman a man could ever find.” You 
feel a twinge of sadness that this gift was never given, and gently 
close the lid and place it in your pocket (Add ‘Wedding Ring’ 
as a special item on your character sheet). You do not think you 
will find anything else here so you must move on. 

When you leave will you go: 

t To THE WELL IN THE COURTYARD? TURN TO 309. 

| TO THE LARGE BUILDING TO THE SOUTH EAST? TURN TO 241. 

| TO THE LARGE BUILDING TO THE NORTH EAST? TURN TO 88. 

| TO THE GATE OF THE OUTER BAILEY? TURN TO 106. 

| TO THE PATH BETWEEN THE SMITHY AND THE STABLE? TURN 

to 250. 


Entry 327 (Image 327) 

When you approach this building the back you see a set of 
rickety stairs leading to an old landing with a wooden door on 
the upper level. Some of the stairs are already broken and it’s 
obvious most of them are rotted. As soon as you place your 
weight on the bottom-most stair it emits a low groan. You will 
be the first person to use these stairs for quite some time. 

Is this your first time climbing these stairs? If so, turn to 36j. 

If you have climbed the stairs more than once, turn to 251. 

If you would like to leave and turn around and head back to the 
Inner Bailey, turn to 63. 
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Entry 327: The rickety stairs on the back of the blacksmith’s shop. 



































































































Entry 328 

Picking up the glass items, you think you recall seeing some- 
thing like this when a travelling alchemist came through Argax 
long ago when you were young. Unfortunately, you do not re¬ 
member how to use them and they look very fragile, so taking 
them along might not be the best idea. 

Do you: 

| Investigate the wooden box with the bottles in it? 

Turn to 188. 

| Inspect the skeletal arm? Turn to 60. 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 329 

YOU TRY AS HARD AS YOU CAN, BUT YOU CANNOT FREE THE MATTRESS 

from the bed. You try an few more times but the liquid seeping 
out of the remains on top of the bed is making it very slick and 
hard to hold onto. You try to flip the bed over try to get at the 
underside but you discover it is bolted to the floor. After a few 
minutes, your arms are so sore, you cannot continue. Sadly, you 
must give up and move on. 

Do you now: 

| Investigate the dresser or wardrobe alone the left 
wall? Turn to 274. 

| Inspect the table and chairs? Turn to 120. 

| Investigate the metal pipe in the center of the room? 
Turn to 476. 

t Search the body of the thing by the door? Turn to 300. 

t Decide to leave this place? Head down the rickety 
STAIRS AND GO TO 63. 
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(Image 330) 


Entry 330 

Maybe it’s because of the shapelessness of the blob, maybe it’s 
the sound of it glopping and flowing across the broken stones 
of the floor, or maybe it’s the you prospect of being plunged 
into darkness within reach of the thing, but you are filled with 
indescribable horror. You turn and flee. At first, you just sprint 
to get away, but the knowledge of what is following you and the 
fact that you don’t know where you are running to combines 
within your mind, and fear grips you more and more tightly, 
eventually pushing you into full-fledged panic. Abandoning ra¬ 
tional thought you simply run as fast as your legs can push you 
forward, only slowed by the occasional stumble over a section of 
uneven floor or a loose flagstone. Even as you regain your feet 
your fingers are locked so tight around your almost extinguished 
light source you carry that your knuckles are turning white. 

You’re covered in various cuts and scrapes, some deep enough 
to bleed when you begin to get your self-control back. You notice 
your light has gotten a bit brighter; you must have gotten away 
from the terrible dark thing! Slowing to a brisk jog, you round a 
corner, right into a dead end. 

It is more of a door really. The door is a large slab of iron, held 
in place with screws as thick as your wrist, with no visible han¬ 
dles or ways to open it. There are two almost identical statues 
here, one on either side of the door. They are both about four 
to five feet tall — the tops of their heads come up to your chest 
— and they are about as wide as they are tall; each depicting a 
roundish human-like figure with an iron helm and broad smiling 
face, the lower half of which is covered in a thick bristly beard. 
Both statues stand spread-eagled with the arm nearest to the 
wall holding a keg on its shoulder, and their arms nearest to the 
door outstretched toward you with open hands, as if they are 
meant to be holding something. 

As you stand there at this seemingly dead end pondering this 
mystery, once again your light starts to flicker. 

Turn to A95. 
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Entry 330: Once again your light begins to flicker. 






















































































































































Entry 331 

YOU HASTILY PUSH THE WORKBENCH ASIDE AND TRY TO OPEN THE 
trap door. Based on the amount of dust you kick up, you guess 
no one has used this door in decades, if not centuries. You grab 
the ring and pull, and the door groans loudly on un-oiled hinges 
as you slowly haul it open, kicking up even more dust. You see 
steps leading down into the inky darkness below. 

Do you have a torch or lantern and want to head down the 
stairs ? Turn to 11. 

If you do not have a light source, you decide against heading 
down the stairs into the inky darkness and decide to leave. Will 
you: 

| Go UPSTAIRS TO THE SECOND FLOOR? TURN TO 213. 

| Completely leave this building? Turn the 191. 


Entry 332. _ 

With the trap completely set, the last thing you will need to 
do for it to work properly is to load six arrows into the mech¬ 
anism. Putting the few arrows you have into the trap you sigh 
heavily, realizing that this might not be enough to stop whoever 
— or whatever — sets off the trap. You do another quick search of 
the room to see if you missed any arrows. Eventually, you have 
to give up and continue on, leaving the half-set trap behind. 

Do you: 

t Head up stairs? Turn to 267. 

| Leave the Bowyer’s? Turn to 191. 
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_ Entry 333 

Crouching down, you look over one of the fallen creatures. 
The clothes it wears have no pockets at all — the loin cloth is 
essentially a string and a scarf and dirty at that. As you come 
to your feet and get ready to head elsewhere, you notice a glint 
of silver coming from the guard’s mouth. Knowing the babbler 
is dead, but still wary, you open the jaw of your fallen opponent 
to see what is there. It’s some kind of silver cloak pin or brooch, 
shaped in the form of a skull. Taking the brooch, you wipe the 
guard’s saliva from it and move on (mark the brooch on your 
Character Sheet as a Special Item). 

You can now head through the door if you wish. Turn to 204. 

If not, would you like to head back to the room with the purple 
ropes? Turn to 186. 

If you would like to head back downstairs to the main entrance 
way, turn to 165. 


Entry 334 

This lamp oil would be a lot more helpful if you had a lan- 
tern. If you take the oil hoping that you will find a lantern even¬ 
tually, add the flask of oil to your backpack. It will take up one 
slot. 

Do you: 

| Inspect the skeletal arm? Turn to 60. 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 335 

Leaving the light from the top of the stairs behind and head- 
ing down the left-hand passage, you have to extend your arms 
out in front of you to feel your way along. You try to walk as 
quietly as you can through the puddle, hoping it was just a 
small one. After a few steps, you distinctly hear the sound of 
a footstep that is not yours, in a puddle behind you. You whirl 
around, weapon in hand, but it is so dark down here you cannot 
even see your own hand holding your weapon, much less what to 
strike with it. You think you hear another splash ahead of you 
but when you swing you only strike the piled wood to your left. 
Pulling your weapon free, you curse yourself for trying to navi¬ 
gate this inky darkness with no light source. 

It is the last thought you have as something from the impene¬ 
trable darkness pierces you through your right eye. 

THE END 
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Entry 336 

YOU TRY THE KEYS FROM THE KEYRING ONE BY ONE UNTIL ONE OF 
them fits in the padlock on the chest. The key turns with a soft 
click and you place the opened padlock carefully on the ground 
beside you. A deep stench of rot assaults your nose as you open 
the chest, and when you hold your breath and look inside you 
see the decayed corpse of a dog! Most of the flesh is gone and 
maggots crawl through what remains. In crude handwriting on 
the inside of the lid of the chest are the words. “Fluffy’s home. 
We keep you safe.” 

Disgusted by the death of the animal, you curse under your 
breath and move on. 

Do you investigate the first open chest? Turn to If 8. 

Do you investigate the second open chest? Turn to 272. 

Do you investigate the third chest? Turn to 399. 

Or you can leave by heading back downstairs? Turn to 165. 
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Entry 337 

YOU FEEL A FAINT TWINGE OF SORROW AS YOU LOOK OVER THE ONCE 
exquisite desk, now just another victim of the castle’s demise. 
There is little on the desk itself but papers, so you peer into the 
now empty holes where the drawers used to be and then cau¬ 
tiously reach inside. As you feel around, something catches your 
eye on the floor. It is a small vial of grayish dust. You recognize 
it instantly, even though you have never actually seen it yourself. 
Weapon Dust! If you put this on any weapon with a blade (dag¬ 
ger, axe, sword), it will allow you to add 2 to your Attack Value 
for the entire length of only one battle you decide to use it in. 
You reach down and grab the vial and place it in your backpack 
(it takes up one slot in your backpack). Pleased with your find, 
you now get ready to leave. 

Do you: 

| Look at the trunk? Turn to 389. 

| Investigate the bed? Turn to 489. 

| If you would like to leave, where do you go? 

| The right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Bailey? Turn to 63. 
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Entry 338 

YOU CONTINUE DOWNWARD, UNTIL YOUR ARMS START TO BURN FROM 

the strain. It is getting more and more difficult to hold onto the 
small cracks in the mortar. Just as you begin to consider climb¬ 
ing back upward, your tired muscles fail and you scramble to 
regain a hold on the ledge. 

You desperate clawing gets you a hold on a nearby ledge with 
your left hand; luckily it is solid enough to hold you. Gasping 
for air for a few seconds you realize just how close you came to 
your own death. 

Do you: 

| Keep climbing down? Turn to 23. 

t Scramble out of this well before your luck runs out? 
Turn to 391. 


Entry 339 

YOU TRY TURNING THE DOOR HANDLE, EXPECTING IT TO OPEN LIKE 
any other door. Instead you can only push the door open a little 
way, as if something was on the other side, blocking it. 

You take a quick glance around the room to see if there is an¬ 
other exit you might have missed. When you see none, your only 
way to leave this room is to descend back into the hole. 

Turn to 392. 
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Entry 340 

The wooden door is fairly well made and shows only a few 
signs of age. The handle turns easily, letting you into what looks 
like a small room once used for entertaining guests at the pub. 
It’s furnished with a small wooden table and chairs, all bolted 
to the floor with metal brackets. There are a number of broken 
bottles strewn about as well as some shredded pillows. Small 
tatters of cloth and rags are mixed in with shards of glass on the 
floor here. 

Do you enter and investigate further? Turn to 29. 

Otherwise, return to 159. 

Entry 341 

YOU INSPECT THE STRANGE OLD BOTTLES CLOSELY, BUT REALIZE AT 
last that there is nothing here of interest. You place the bottles 
back on the shelf and get ready to go back upstairs. As you turn, 
you see the flame of your light source waiver for just an instant. 
If you’d blinked you probably would have missed it, but you 
know you saw it. You move your light around again, more slowly 
this time. There! The flame dances in just the faintest breeze, 
so you move it slowly to the wall to find the source of the wind. 
Soon you find an almost imperceptible crack in the stonework 
on the wall opposite the stairs, and after setting your light down 
carefully, you shove against that wall with all of your might. You 
guessed correctly! A section of stone wall swings open and soon 
a dark passage is revealed beyond. You thought this cellar was 
filled with cobwebs and dust, but it’s nothing compared to the 
yawning opening now before you. Tiny spiders can be seen scur¬ 
rying away from your light and sheets of dust drift down from 
the ceiling. 

Do you: 

| Continue into this dark passage? Turn to 222. 

| Head back upstairs to the ground floor? Turn to 151. 

| Head back upstairs and continue to the second story? 

Turn to 213. 
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Entry 342 

YOU LOOK OVER THE SHIELD THAT LIES NEARBY, AND FIND THAT IT IS 
still in pretty good condition — made from study oak with rela¬ 
tively new leather straps. If you decide to take the shield, make 
note of it on your Character Sheet. It will increase your Hit 
Points by 4. Make note of these Hit Points! They belong to the 
shield, and any damage you take must be subtracted from these 
four first before subtracting them from your own HP first. These 
points cannot be healed and once these 4 points are gone, your 
shield will break and become useless. You may only carry one 
shield at a time. 

What will you do now? 

t Search the backpack? Turn to 227. 

| If you decide to bury the body, turn to 167. 

| Leave this place and go to the courtyard in the corner 
of the Outer Bailey? Turn to 191. 

| Leave and head to the gates of the Inner Bailey? Turn 
to 63. 
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Entry 343: She sprints towards you with incredible speed. 



















































































(Image 343) 


Entry 343 

YOU TURN TOWARD THE NOISE JUST IN TIME TO SEE AN UNUSUAL NEE- 

dle-like crossbow bolt sink into your arm (Mark off 2 Hit Points). 
With a yelp of pain, you look for where the missile came from 
and see a female humanoid wearing a black hood with purple 
spider legs painted on it. She is moving toward you with incred¬ 
ible speed, dropping her crossbow and pulling out two short 
hooked blades, one in each hand. She’s determined to kill you 
and you must fight to the death. 


Spider Cult Assassin 



AV: 1 Armor: 1 

DMG: 4 

Hit Points: 4 


If you win, turn to 172. 
If you lose, turn to 217. 


Entry 344 

YOU FLEE ACROSS THE JUNK LITTERED FIRST FLOOR OF THE BUILDING, 
luckily managing to not trip over anything. Reaching the door 
you slam it behind you, but you don’t stop running. When you 
hear a loud clunk behind you, you dare to take a peek over your 
shoulder as you run. It worked! You do not see any sign of your 
pursuer but that doesn’t stop you from continuing your flight. 
By the time your legs start to feel sore, you notice you are all 
the way back at the main gate! 

You slow to a stop, looking around making sure nothing is still 
after you. Satisfied you finally sit down in the dusty courtyard to 
rest. Your deep breathing is the only sound you hear in the mist 
shrouded courtyard. After about ten minutes, you tell yourself to 
keep moving and so you continue on your way. 

Turn to 106. 
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Entry 345 

As YOU CHARGE ACROSS THE ROOM TRYING DESPERATELY TO STOP THE 
fleeing She-Jackal, you trip over a chair leg and your momentum 
sends you spinning out of control, you manage to stop yourself 
from falling but when you lift your head again the door to the 
brewery stands open and the fleeing She-Jackal is nowhere to be 
seen. To make matters worse, the She-Jackal with the dagger is 
nearly on top of you, preventing you from keeping up the chase. 


She-Jackal 




AY: 0 

Armor: 0 

DMG: 2 

Hit Points: 4 


If you win, turn to 157. 

If you lose, turn to 217. 

Entry 346 

Drawing your weapon, you charge at the thing. It stops its 
piercing wail long enough to cough up some kind of corrosive 
spittle upon you. 


Man Face Mushroom 



AV: 0 Armor: 0 

DMG: 1 

Hit Points: 4 


If you defeat it, you can search the building. Turn to 7J. 
If you lose, turn to 217. 


230 


Benny 










Entry 347 

YOU WALK UP TO THE STURDY-LOOKING DOOR AND TRY THE HANDLE 
only to find it locked. You rattle it softly, trying to make sure 
it’s not just stuck, but not wanting to make a lot of noise to at¬ 
tract attention. Stepping back you look the door up and down 
again. You think if you got a running start, maybe you could 
break the door down. It is almost certain that this will make a 
lot of noise and attract attention. 

Do you: 

| Get a running start at the door and attempt to break 
it down? Turn to 142. 

| Decide to leave it alone and search elsewhere? Turn to 

191. 


Entry 348 

As YOU SLOWLY ASCEND THE STAIRS, THE THIRD STEP SHIFTS AND TWO 
blades shoot out from the next step up — directly into your leg. 
(Mark off 2 Hit Points) Yelping in pain, you curse your care¬ 
lessness and sit down on the step to quickly bandage your leg. 
Wiping the blood off your hands onto your pants, you continue 
climbing the stairs, limping a bit as you go. 

Turn to 175. 
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Entry 349 

YOU APPROACH THE PECULIAR ROPES WITH YOUR WEAPON OUT AND ON 
guard, deeply suspicious of such an odd sight. Your cautious 
attitude turns out to be correct as you move closer to inspect 
them, they suddenly erupt into a mass of moving writhing forms! 
They are alive! 

Pick a number: 

Is your weapon made of wood or metal? 

| If it is metal, such as a sword, axe, dagger, or mace, 
TURN TO 428. 

t If it is wood, such as a club or quarterstaff, turn to 

125. 


Entry 350 _ 

Carefully picking your way across the broken pieces of floor, 
you notice the shadows around the room changing shape, getting 
longer. Suddenly you realize; the shadows aren’t getting longer, 
your light source is getting dimmer! The light is now visibly fail¬ 
ing at an alarming rate. Thinking it will soon be out completely, 
you turn around and get ready to run back to the exit when a 
soft sound reaches your ears from somewhere in the darkness 
ahead of you. It is a wet, glopping sound, as if someone was 
pouring out a bucket of thick sludge from a great height. Taking 
an uneasy step toward the sound, you hold your remaining light 
ahead of you like a shield, the flame dancing wildly, trying its 
best to cling to what fragments of its life remain. 

That is when you see it. At first you thought it was just an¬ 
other growing shadow, but then see that it moves in time with 
the sick glopping sound. As it detaches itself from the growing 
darkness, it is literally just a mass, a semi-solid living mass of 
oily fluid seeping across the floor, flowing over the broken stones 
as if being poured from some great height, heading directly to¬ 
ward you. 

Fight it? Turn to 39. 

Run away? Turn to 330. 

232 


Benny 









Entry 351 

Carefully stepping around the boards you move away from the 
babbling thing. You see two doors in the far wall. 

Which one will you investigate first? 
t The left door? Turn to 316. 

| The right door, which is half buried in broken furni¬ 
ture? Turn to 123. 

| If neither door interests you, will you: 

| Try the stairs going up? Turn to 365. 

| Take the stairs down? Turn to 284. 

| Leave the building altogether? Turn to 63. 


Entry 352 

YOU LIFT THE LATCH OF THE OLD TRUNK, AND IT OPENS WITH A SOFT 
creak. A smell of mold rises out of it and you see the trunk is 
filled with old clothes. They must have been abandoned long 
ago for they are thoroughly rotted and barely hold together as 
you search them. After rummaging around in the trunk for at 
least ten minutes, you conclude that this trunk contains nothing 
worth having. Sighing heavily, you turn your attention to the 
trapdoor. 

Turn to 415. 
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Entry 353 

After searching through seemingly endless piles of junk the 
glint of sunlight on a piece of glass catches your eye. You care¬ 
fully dig it out of the pile and find a stoppered glass vial full of 
a yellow liquid that looks like liquid sunlight. Voyberry juice! 
Known for its incredible healing properties, this one vial can 
either cure 8 Hit Points of damage, removes all disease from the 
drinker, or purge your system of poison. Voyberry juice is very 
rare; it’s strange to find such a thing in a place like this. Just as 
you are about to put the flask in your backpack (do not forget, 
the Voyberry Vial takes up one backpack space), you think you 
hear some kind of shuffling from upstairs. The sound was so 
brief and faint you are not sure you even heard it, but you sit 
very still for a moment listening carefully. Not hearing anything 
now, you sling your backpack over your shoulder and continue 
on your way. 

When you leave will you go to: 

| The well in the courtyard? Turn to 309. 

| The large building to the southeast? Turn to 241. 

| The large building to the northeast? Turn to 88. 

t The main gate? Turn to 106. 

| The path between the smithy and the stables? Turn to 
250. 


Entry 354 

YOU HIT THE GROUND NOT QUITE CORRECTLY, STUMBLING AND SCRAP- 
ing your leg pretty badly. You stand up and look at how far you 
fell, realizing that it could have been far more painful than it 
was. Lose 4 Hit Points. 

Dusting yourself off, you realize your only option now is the 
gate house. 

Turn to 360. 
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Entry 355 

Just as you are about to pry the wardrobe open, a black shape 
lunges at you from the thick web covering the far side of the 
room. Another giant spider! This one is solid black with a few 
greyish markings on its legs. Its fangs drip venom and you must 
fight it to the death. 


Female Spider 



AV: 0 Armor: 0 

DMG: 2 

Hit Points: 4 


NOTE: This spider is highly poisonous! If you take ANY dam¬ 
age from it, you must immediately pick a Random Number. If 
the number is 2—10 nothing will happen to you, but if you pick 
11—12 the spider’s venom races through your body! You can 
save yourself by drinking a Voyberry potion if you have one 
(erase it from your Character Sheet), otherwise you are the 
next tasty meal for the giant spider! Remember you can only 
drink the Voyberry potion once. After that, it is gone. 

If you win this dangerous encounter, turn to 361. 

If you lose, turn to 217. 
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Entry 356 

The door opens with a slow creak, giving you a better look 
inside. You can see that this place has been thoroughly ran¬ 
sacked. The floor is covered with all kinds of clutter, broken 
barrels, crates, rusty metal smith’s tools, an overturned box of 
sand, various broken weapons and rusty pieces of armor. 

Armor racks line the wall to your left, all now empty. Whatever 
workbenches once lined the walls here have been pried up and 
removed. The only remaining bench sticks out of the side of the 
forge where someone left it after using it to smash the side of the 
forge. The bench is now covered with layers of unreadable graf¬ 
fiti. Resting next to the broken forge is the anvil, still bolted to 
the floor. It appears that someone tried to pry it up but failed. 

Will you: 

| Sift through the remains of the forge? Turn to 247. 

t Search through the debris on the floor? Turn to 205. 

| Leave and head back to the main gate? Turn to 106. 

| Leave and head between the buildings to the north? 

Turn to 250. 


Entry 357 

As YOU TURN TO LEAVE YOU CATCH A GLIMPSE OF SOMETHING HALF 
under the bed. As you bend to pick it up, you freeze in horror. 
It’s a right handed glove, but the glove is made out of what ap¬ 
pears to be human skin! You almost think of taking it, but then 
you are horrified with yourself. What possible use could you 
have for such a macabre thing! Deciding you have had enough of 
this place, you head downstairs and back outside. 

Turn to 191. 
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_ Entry 358 

The fleeing She-Jackal is on the other side of the room, but 
has to remove an oaken log that is used to bar the door from 
outside intruders. As you run past the She-Jackal with the dag¬ 
ger, she swipes at you, opening a cut along your ribcage (receive 
2 Hit Points of damage). Will you reach your target before it 
escapes? 

Pick a Random Number, - If you have the Athletics skill, add 
2 to the number you picked: 

| If the number is from 2— 4, turn to 345. 

| If the number is from 5—8, turn to 413. 

| If the number is from 9—12, turn to 481. 


_ Entry 359 

As YOU SIFT THROUGH THE REMAINS OF THIS ONCE MAJESTIC BED, YOU 
realize that it has been completely gutted. Large parts of the 
wooden frame are missing, and while the mattress is here, most 
of the feather stuffing inside is gone. After searching a few more 
minutes, you see what looks like a piece of stitched leather bur¬ 
ied deep inside the mattress. Grasping it and pulling it out, you 
realize it is a leather jerkin! Brushing off the few feathers that 
stuck themselves to you while you were searching, you try it on. 
It fits! Note on your Character Sheet you now have a a Leather 
Jerkin, and increase your Armor score by 1. 

Do you: 

t Search the dresser? Turn to 452. 

| Look at the tapestry? Turn to 238. 
t Search the He-Jackals? Turn to 473. 
t Try to head downstairs? Turn to 104. 
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Entry 360 

The gatehouse has seen better days; it is in the same decrepit 
condition as the outer wall, possibly worse. As you step up to 
the uneven portcullis, you have the unsettling feeling someone 
is watching you. It is such an intense feeling you expect to look 
up and see two giant eyes on the gate house instead of windows. 

Do you continue to climb under the portcullis? Turn to 7. 

Go to the vine covered wall and attempt to climb it, Turn to 
275. 


Entry 361 

YOU STEP BACK TO CATCH YOUR BREATH WHILE THE SPIDER IS STILL 
twitching and spasming on the floor. You raise your weapon to 
begin the fight anew, but its hairy legs twitch a few more times 
before it finally lays still. Breathing a sigh of relief, you turn 
back to the wardrobe. Digging your fingers into the edge of the 
door, you strain with all of your might, and eventually pry it 
open. Your first discovery is a cloud of moths that flutter out of 
the wardrobe into your face, bumping into your cheeks and fore¬ 
head. Swatting them aside you tell them mockingly, “I hope you 
are at least thankful I killed that spider! Now if you don’t mind, 
I would gladly take anything of value you have.” 

Peering inside, you discover that the only things in the ward¬ 
robe are some old tanners’ clothes, now in tatters. It seems the 
moths have gotten the last laugh. 

You give the clothes a quick search through, anyway and dis¬ 
cover a wooden box at the bottom of the wardrobe. Upon open¬ 
ing it, you discover a pair of brightly colored, lime green socks. 

“Yeah,” you mumble to yourself, “I wouldn’t have eaten these 
either”. 

If you take the socks, turn to 133. 

If you decide there’s nothing else worth examining upstairs and 
decide to leave the building. Turn to 191. 
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Entry 362 

YOU WONDER IF ANYTHING IS GOING TO ATTACK YOU WHILE YOU AT- 
tempt to move the garbage. At first you use one hand to move 
some of the junk and grasp your weapon in your other hand, but 
that is slow going. Soon you choose to use both hands and even 
then you have to stop to rest at least once. All the while, you 
cannot shake the feeling someone or something is watching you. 
Eventually, you have a big enough space cleared to walk through 
and you make your way up the stairs. 

Turn to 285. 


Entry 363 

With sweaty hands and a dry mouth, you try your best to 
move unseen over the short distance remaining to the door. Just 
when you think you will make it, a dagger flies across your field 
of vision, missing you by a hair’s width and sticking into the 
wall with a THUNK. Turning to face the direction the dagger 
came from; you see all three of the Jackal creatures charging 
towards you. The He-Jackal is using the stick it was stirring the 
kettle with as a staff, and the two She-Jackals are unarmed but 
baring their sharp teeth and claws at you. 

You must fight all three as one creature. 


1 He-Jackal, 2 She-Jackals 

AV: 2 Armor: 1 DMG: 3 Hit Points: 9 


If you win, turn to 269. 
If you lose, turn to 217. 
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Entry 364 

The stairs groan with the pain of age as you climb them, and 
you keep your left hand on the side of the building to steady 
yourself as the stairs shift under your weight. You’re just three 
stairs below the second floor landing when the stairs start to 
collapse beneath you! You leap forward, trying to catch the land¬ 
ing. 

Pick a Random Number: if you have Athletics, add two to the 
number. 

| If the number you pick is 2—4, turn to 482. 

| If the number you pick is 5—12, turn to 121. 


Entry 365 

The stairs here are surprising safe and you walk up them rel- 
atively quietly. The room at the top of the stairs looks to be 
almost the size of the entire upper floor. It is nearly empty, with 
only a layer of wooden splinters scattered across the floor. The 
chimney from the fireplace on the first floor passes through the 
center of the floor here, reaching to the ceiling. Vents are evenly 
spaced around it to release warm air into the room. 

To your left is a door frame with no door, in the room beyond 
you can see some kind of purplish ropes leading up to a hole in 
the ceiling beyond. 

There’s another doorway, on the far side of the large chamber, 
with a wooden door still intact. Crouched in front of it, like an 
animal, is what looks like a human. It appears to be a male, 
and so emaciated you can see his ribs, even at this distance. His 
feet and hands are almost comically oversized. His filthy hair is 
a mass of snarls and knots and you can even see a few leaves in 
it. You study the creature for a few moments, but he obviously 
does not see you. He babbles and gibbers to himself mindlessly, 
but does not leave the vicinity of the door. In fact, he is acting 
almost like a guard. 

Do you now want to enter the room with the purplish ropes? 

Turn to 186. 
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Do you want to approach the “guard”? If so, will you: 

| Hold your arms up as you approach showing you are a 
FRIEND, HOPING TO TALK TO THE CREATURE? TURN TO 109. 

| Charge across the room and attack the creature? Turn 
to 480. 

| Try to sneak up on the creature? Turn to 84. 

You can leave by heading back downstairs. Turn to 165. 


Entry 366 

The floor of this room is so heavily stained with bodily fluids 
you don’t want to guess how many people have met their end 
here. The thought makes your stomach turn. While trying not 
to look at a half-eaten leg with its foot still in its boot, you spot 
something sticking out of the boot. Ignoring the smell, and the 
grisliness of what you are about to do, you reach in and pull out 
a small packet wrapped in cloth. 

Do you: 

t Unwrap the package to see what is inside? Turn to 22. 

| Leave the package alone and search the hay and rags? 
Turn to 447. 

| Leave the package alone and attempt to climb through 
THE HOLE IN THE CEILING? TURN TO 491. 
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Entry 367 

Something darts out from under the bed and tries to bite into 
your leg! It’s as quick as a snake and even though you manage 
to jump back, it poises to strike you again. It is a horrifying 
thing, resembling a giant spider with inhuman eyes looking to 
make you its next meal. But where a normal spider would have 
a bulbous abdomen, this abomination has the head of little girl, 
her frightened eyes searching the room for you. Her blonde hair 
is dirty and unkempt but still tied with a filthy blue ribbon. Her 
teeth are clenched tight in terror and her eyes are swollen with 
tears. She looks even more scared than you feel. “I told you” she 
whispers, and the creature leaps for you again and you have to 
fight the hideous spider thing. 

If the name “Zelona” means anything to you, subtract the 

number the name suggests to you from this entry. 

If it means nothing to you, turn to 162. 

Entry 368 

“Who are you? What do you want? Can I help you with any- 
thing?” you say, lowering your weapon. “Maybe help clean this 
place? It has seen better days, I am guessing.” 

The figure answers you in a distinctly female voice but there 
is something about it that makes you afraid. “I know of you. I 
can help you with your journey, but I need... silver.” You are not 
even certain if you even physically heard the words or if they 
were impressed into your mind somehow. 

Turn to j99. 
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Entry 369 

It might be a trick of the light, but you are pretty sure you 
see some kind of tunnel-like path through the debris. There 
seems to be an empty black space underneath a table. You get 
on your hands and knees to peer inside. There’s an opening in 
a section of the wall and a little hollow that could be some kind 
of living space. 

Do you investigate ? If so, pick a Random Number: 

| If you have the skill Perception or Hunting, add 2 to 

THE RESULT. 

t If the number is 2—6, turn to 194. 

| If the number is 7—12, turn to 40. 

Do you leave and continue onward? Turn to 229. 

Entry 370 

Climbing ever downward, you force your fingers into a crack 
between two bricks for a solid grip and just when you are about 
to move to the next ledge you feel a breeze against your finger¬ 
tips. It is slight and vanishes so quickly you have to stop and 
think for a second to make sure you actually felt it. Finding 
yourself a solid outcropping to stand on, you dig your fingers 
into the ledge and pull with all your remaining strength. 

Large chunks of the wall come loose and crumble into the water 
below. There is a room here! 

You wriggle through the small opening as fast as you can since 
you are nearing exhaustion. 

Turn to 82. 
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Entry 371 

Holding your hands in the air, you continue. “Can you tell me 
anything about the castle? How long have you lived here?” The 
first Babbler looks up at you and with a puzzled look and mut¬ 
ters something that could only be uttered by an insane per¬ 
son. It is all grunts, squeals, and chittering, mixed up with the 
sounds a newborn baby makes and finally with some bird calls. 
You look down at the creature and reply, “Do you know who 
is in charge here? Can anyone speak my language?” and after 
a moment you add, “Do you brush your teeth, with something 
besides dirt?” At that the Babbler starts to hop and down and 
points at the door. When you look up at the door, the creature 
lunges for your weapon and the other two start jumping up and 
down as well. 

Pick a Random Number: 

| If the number you pick is 2—7, turn to 402. 

| If the number you pick is 8—12, turn to 319. 


Entry 372 

Searching in the wine cellar under the Leaping Cat Pub, you 
open cask after cask and barrel after barrel. Minutes slip by as 
you pry open the seemingly endless supply of containers down 
here, making enough noise to alert the entire castle; miracu¬ 
lously, either nothing hears your noise or no one who hears you 
cares. Eventually, at the bottom of an empty barrel, your search 
is rewarded with a gold nugget the size of your fist. You stare at 
it in disbelief and wonder if it is the real thing, and if so, why 
was it just lying in an old wine barrel. 

Add it to your character sheet as a Backpack item. 

If you’d like to investigate the blue green light, turn to II. 

If you would rather leave, turn to 122. 
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_ Entry 373 

At first glance, you are not even sure this was a building at 
all — it is so covered in earth and grass that appears to be mere¬ 
ly a large mound of dirt. But when you give it a second look, 
you spot a window, half hidden by all the grass and weeds. 

You approach the odd looking building and feeling around in 
the dirt until you can determine the outline of the door. Finding 
the handle, you tug on it, but the door does not budge. Bracing 
your foot against the wall, you pull with all your might, and the 
door flies open with a tearing sound. Dirt and gravel fall to the 
ground, landing at your feet. You peer into the darkness of the 
now exposed doorway. 

Past the settling dust, the interior is pitch dark except for the 
light coming in from the doorway; the window is so filthy almost 
no light gets through. There is a distinct earthen smell as well, 
and you think to yourself, “Between the smell, the dark, and the 
stillness, this is more like a tomb than a building in a castle.” 

Directly in front of you, in the light from the doorway, you can 
see a wheelbarrow leaning against the wall as well as a few shov¬ 
els strewn across the floor; the motionless legs of some human¬ 
oid creature lying on the floor leads off into the darkness to the 
right. Strange looking mushrooms with red and grey markings 
growing out of the body. 

Do you enter the building to investigate ? Turn to 282. 

Do you want to walk around the outside of the building? Turn 
to 27. 


If you would like to leave this building alone and head back to 
the gatehouse, turn to 106. 
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Entry 374 

When you strike the final blow against the thing, it howls in 
pain with the sound of a thousand voices. The dog-like body 
slowly stops twisting on the floor but the screaming of the two 
tentacle-mouths continues. They lash about violently while bab¬ 
bling and gurgling louder and louder with each passing moment, 
reaching a crescendo so loud that you have to cover your ears 
and run downstairs. You are only a few steps down when the 
screaming starts to rapidly die out. Uncovering your ears and 
creeping back up the steps, you peek back into the room. It is 
difficult to see in the dim light but it looks like most of the main 
body has already dissolved. The floorboards smoke and sizzle 
where it lay. The two mouth stalks are slowly being drawn into 
the pool of dissolving flesh and whisper at you. “thisistheplac- 
eyouthinkyouhavewonyoudonotknowwhatwillhappen...” 

With that the mouths are enveloped by the puddle on the floor 
and finally fall silent. 

Do you leave this place and go to the Northwest courtyard? 

Turn to 191. 


If you leave this place and head to the gates of the Inner Bai¬ 
ley, turn to 63. 

If you decide to investigate the body in the corner, turn to 11. 
To investigate the strange mounds, turn to 207. 

Entry 379 

Igniting your light source, you take a look around this room. 
The first thing you see is a large stain or puddle in front of 
the door. It is not blood; it is semi-clear, but you have no idea 
what the substance could be. The room is furnished with a com¬ 
fortable-looking, but simple child-sized bed in the center of the 
room. A small chest of drawers and a chest with the lid open 
line the opposite wall. 

Directly behind you is the gaping hole in the floor you climbed 
out of. The boards have rough edges, so they were obviously 
broken, but you are not certain if they were broken from above 
or from below. You are certain that someone or something is 
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watching you. You feel so uneasy here that you keep your hand 
on your weapon and feel the sweat bead on your skin. 


Do you: 

t Search the bed? Turn to 494. 

| Walk over to the open chest? Turn to 141. 

| Investigate the dresser? Turn to 107. 

| Climb back down the hole? Turn to 392. 
t Try the door? Turn to 339. 

Entry 376 

You PICK UP THE SILVERY MATERIAL, A LITTLE DAZZLED BY THE WAY 
the light dances across it, making it almost seem alive in a pecu¬ 
liar way. It looks thick, like wool, but when you pick it up, it has 
hardly any weight at all. 

Will you take the strange material with you? Turn to £17. 

If not, will you now: 

Investigate the light? Turn to 121. 

Open the far door? Turn to 151. 

If you have had enough of this place, you can head back to the 
well and climb out. Turn to 37. 
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Entry 377 

Rubbing your hand where the strange thing bit you, you watch 
as the weird creature scuttles around on the floor for a moment 
as if it is not certain which way to go. After a few seconds, it 
finds a crack in the boards near the outer wall. It scurries over 
to the crack and screeches something at you in a language you 
do not understand, and then disappears. 

Searching through the bedroll, you find the inside is covered 
with a thin layer of spider webs but nothing else interesting. De¬ 
ciding there is not much else here, you get up to leave the room. 

Do you: 

| Head to the far door at the end of the hallway? Turn 
to 393. 

| Leave this place and head downstairs? Turn to 159. 

Entry 378 

YOU WAKE UP STILL DIZZY FROM THE EXPERIENCE OF YOUR DEATH. 
You can still feel the portrait’s talons at your throat and even 
the memory causes you to clutch your neck and gasp for breath. 
Looking around, you find yourself still lying on the floor of the 
tavern room with the paintings. You haul yourself to your feet. 
The painting of the young man is still there, looking like it did 
before, but you are certain that the edges of its lips have curled 
up into a cruel smile! 

You are so shaken that your muscles are weak. For the next two 
combats you fight in, any damage you do is halved. For example, 
if in one combat round you do 6 points of damage, it actually 
becomes only 3 points — the next round, if you do 5 points of 
damage, round it down to 2. 

Will you: 

| Try to destroy the painting out of anger? Turn to 161. 

t Just leave, not wanting to stay in this place any lon¬ 
ger? Turn to 157. 
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Entry 379 

This portrait is of a young woman. She has straight dark hair 
with just a hint of a curl towards the ends, intelligent, dark eyes 
and a small but captivating smile on her thin lips. She wears 
diamond earrings and a white dress, showing she is a woman of 
some wealth. The brush strokes of the paint are worked skillfully 
portraying every detail of her striking beauty. 

Do you have a stack of love letters? Turn to 25. 

If you would like to look at a different painting, turn to 32. 

If you would rather search the room, turn to 257. 

Entry 380 

Creeping up to the vat, you have found the source of the reek 
you smelled earlier. Peering in, you see that is it’s filled with an 
oily black sludge. It is so thick that you cannot see anything in 
the depths of the vat. 

Do you: 

| Put your arm in the vat and search around for any¬ 
thing HIDDEN IN IN THE MYSTERIOUS SLUDGE? TURN TO 117. 

t If instead, you head over to the workbench, turn to 

137. 

t If you head upstairs instead, turn to 213. 
t If you leave, turn to 191. 


249 


Benny 












Entry 381 

Walking down the widest of the passages through the junk 
pile makes you feel a little safer since you have a longer field of 
vision here. The piles of junk here seem endless. You see box¬ 
es, crates, barrels, tables, chairs, pottery, cups, plates, all piled 
haphazardly to both sides. It seems like every bit of junk in the 
castle was tossed in here, though you can’t imagine why. 

Would you like to continue? Turn to 229. 

Would you like to stop and search through some of the garbage, 
hoping to find something of worth? Turn to 13j. 

Entry 382 

Staring into the single bloodshot eye of the mysterious fig- 
ure, you are paralyzed with fear. Suddenly it seems like the floor 
vanishes from beneath your feet! You are falling and falling and 
no one will catch you. You plummet downward, waiting for the 
impact that will mean your death. 

Suddenly, you realize you are not falling at all, but standing. 
You lose your balance, stumbling about in a daze. It is a few 
moments before your eyes focus again, but you have the feeling 
you have been here before. 

You gaze at your surroundings. 

Turn to 30 j. 
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Entry 383 

The workbenches, are generously covered with all sorts of 
different colored wax. In the dim light the colored drippings 
seem to shift and swirl as you move about the room. As you be¬ 
gin looking though the various knives and utensils on the bench¬ 
es, you see something move out of the corner of your eye. Two 
blobs of wax rolled together like beads of water to form a larger 
blob of wax. Before your very eyes the blobs start to roll across 
the desk forming a larger and larger lump of animated wax. 

Do you: 

| Run for the door and try to escape this, whatever it 
is? Turn to 411. 

| Ready your weapon and attack? Turn to 425. 
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Entry 384 

With a disgustingly wet sound, you manage to tear the mat- 
tress about halfway away from the bedframe underneath. So 
much water drips out of the mattress that you are strangely 
reminded of a light spring rain from your younger days. Shaking 
such a peculiar idea out of your mind, you look amongst the 
roots to see what was making the lump in the bed. There is a 
small iron box here, now completely covered in rust. You pick 
up the box and let go of the mattress. You attempt to open the 
box but it seems to be locked. 

If you have a key, subtract 7 from the number. If the entry you 
turn makes sense, the key fits: if it does not make sense, you 
have the wrong key. 

If you do not have a key, or it does not fit, you must move on. 

If you investigate the dresser or wardrobe along the left-hand 

wall, turn to 

Do you inspect the table and chairs? Turn to 120. 

Do you investigate the metal pipe in the center of the room? 

Turn to 176. 

Do you search the body of the thing by the door? Turn to 300. 

Do you leave this place? If so, go down the rickety stairs. Turn 

to 63. 
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Entry 385 

When you strike the final blow against the thing, it howls in 
pain with the sound of a thousand voices. The dog-like body 
slowly stops twisting on the floor, but the two mouth-tipped 
tentacles lash about more and more violently, screaming, bab¬ 
bling and gurgling louder and louder with each passing moment, 
until the sound reaches a crescendo so loud that you have to 
cover your ears and run downstairs. You are only a few steps 
down when the screaming starts to rapidly die out. Uncovering 
your ears and creeping back up the steps, you peek back into the 
room to see that most of the dog has already dissolved into a 
greenish black pool. The floorboards smoke and sizzle where it 
lay. The two mouth stalks are slowly being drawn into the pool 
of dissolving flesh and whisper at you, “thisistheplaceyouthin- 
kyouhavewonyoudonotknowwhatwillhappen...” 

With that, the mouths are enveloped by the puddle on the floor 
and finally fall silent. 

If you decide to investigate the body in the corner, turn to 11. 

To investigate the strange mounds, turn to 207. 

If you leave this place and go back to the courtyard in the cor¬ 
ner of the Outer Bailey, turn to 191. 

If you leave this place and head to the gates of the Inner Bai¬ 
ley, Turn to 63. 
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Entry 386 

Stepping as carefully as you can, you attempt to cross the 

room without hurting yourself. You are about 10 to 12 feet 
across the room, not quite to the fireplace, when you misjudge 
the next place to put your foot and step right on a nail! You 
howl in pain. (Mark off 1 Hit Point from your Character Sheet). 

Your outcry has brought you unwanted attention. From behind 
the fireplace in the center of the room leaps a human... of sorts. 
It looks like an emaciated man, with oversized, bloated feet and 
hands. Its hair and nails are long and filthy, and its dark eyes 
constantly dart around the room. It snarls at you, displaying a 
mouthful of yellowed teeth, and starts to babble something to 
itself, giggling like a baby or a madman. Suddenly it charges at 
you! It runs carelessly across the floor, seeming not to notice 
how many nails it steps on, by the time it reaches you, its feet 
are covered in blood. 

As you fight the Mad Babbler, any time it manages to hit you, 
pick an additional Random Number. If the number is odd, add 
an additional Hit Point to the total damage the Mad Babbler 
has dealt you, because the force of the babbler’s blow makes you 
accidently step on one of the nails on the floor. If the number is 
even, you manage to keep your feet somewhere safe. 


Mad Babbler 



AV: 1 Armor: 0 

DMG: 2 

Hit Points: 5 


If you win, turn to 158. 
If you lose, turn to 217. 
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Entry 387 

YOU CREEP BEHIND THE He- JACKAL AS QUIETLY AS YOU CAN. UnNO- 
ticed, you strike against the He-Jackal with all your might! 
There is a sickening crunching sound and the He-Jackal’s head 
rolls to the side and the body falls lifelessly to the floor. You are 
just crouching down to search it when you hear a voice from the 
doorway. 

Another He-Jackal enters the room, opening its mouth to ask 
something, but you do not understand the language. You lift 
your weapon and pounce upon the second creature, startling it. 

For the first round of combat, add 2 to your AV for your suc¬ 
cessful ambush. 


He-Jackal 



AV: 0 

Armor: 0 DMG: 2 

Hit Points: 4 


If you win, turn to 140. 
If you lose, turn to 217. 
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Entry 388 

Not sure what you might find, you hesitantly reach your hand 
up into the flue. You carefully push through the ash and soot 
trapped there and you turn your face away as thin drifts of it 
float down. You keep feeling around, and soon find one brick 
sticking out a bit further than the rest. While you are feeling all 
around it to see if you could pry it out and possibly find some¬ 
thing hidden behind it, there is a soft click as it presses inward. 

All at once there is a grinding sound from the floor beneath 
you and you quickly yank your hand out of the flue. The grind¬ 
ing stops with a loud clunk as if something was unlocking and 
then the silence returns. You listen intently for a few moments, 
but nothing else happens and you decide it is safe to continue. 
You wipe your hand off on your breeches to clean it off, and de¬ 
cide there is nothing else here to find. 

If you would now like to investigate the kettle, turn to 185. 

If not, you can move on. Would you like to: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 389 

Up close, you can see the trunk has been knocked around 
quite a bit; there are many scuff marks 011 the brass and various 
stains and scratches in the actual wood. It looks like there used 
to be a lock here but the latch is broken and the lock itself is 
long gone. 

Do you still wish to open it? Turn to if 6. 

If you would like to look at the broken canopy bed, turn to A89. 
Would you like to take a look at the writing desk? Turn to 73. 

If you would like to leave, where do you go? 

| The right hand door with all the broken furniture in 
FRONT OF IT? TURN TO 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 


257 


Benny 










Entry 390 

YOU ARE ONLY A FEW STEPS INTO THE ROOM WHEN YOU CATCH A 
glimpse of something above you. You look up just in time to see 
a hairy spider the size of a large dog dropping towards your face! 

Do you have the skill Perception or Hunting? If so, fight the 
first round as normal. If 

You do not have either of these skills, when you fight the first 
round; subtract one from your AV. After the first round, fight, 
combat as normal. 


Hunting Spider 



AV: 0 Armor: 1 

DMG: 2 

Hit Points: 4 


If you win, do you now: 
t Search the vat? Turn to 380. 

| Investigate the workbenches? Turn to 137. 

| Head upstairs? Turn to 213. 
t Leave? Turn to 106. 

| If you lose, turn to 217. 

Entry 391 

Your whole body burns with pain as you make the long way 
back to the surface. It seems like forever, but finally you pull 
yourself out of the well, and lie on your back gasping for breath, 
watching the thick mists roll over you. Minutes go by and you 
finally start to get feeling back in your limbs and force yourself 
to sit upright. After the fifteen minute mark, you finally try 
to stand, groaning loudly as your muscles rebel. You make it. 
“Let’s not try that again,” you say to yourself as you gather 
your things, ready to continue your quest. 

Turn to 106. 
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Entry 392 

YOU ARE IN SOME KIND OF TUNNEL DEEP UNDER THE INN. A SOFT 
glow from the rock itself provides you a dim sort of light to see 
by. There is a hole in the ceiling far above you, but it is pitch 
black. From the amount of wood and stone debris covering the 
floor, it appears as though something smashed a 15 foot diame¬ 
ter hole through the ground into this natural passage. 

From here would you like to: 
t Go left? Turn to 409. 

t Go right? Turn to 216. 

| Climb up through the hole? Turn to 68. 


Entry 393 

Have you entered the room next to this one already? 

| If so, turn to 211. 

| If not, turn to 166. 


Entry 394 

Trying to get down from the landing behind the blacksmiths 
shop should be easier than going up, but jumping over the gap 
in this mist will still pose a challenge. You Judge the gap and 
push off with your legs, hurtling yourself over the broken steps. 

Pick a Random Number and add 2 if you have Athletics: 
t If the number is 2—4, turn to 91. 

t If the number is 5—12, turn to 53. 
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Entry 395 

Using the toe of your boot you move the rags around, disturb- 
ing countless roaches that skitter this way and that looking for 
a new place of safety. Some of the rags even stick to your boots 
a bit. Disgusted, you scrape them off on the floor and continue 
searching. After a few more moments, you uncover a bit of leath¬ 
er amongst the rags. It is a small pouch, still intact! 

Would you like to pick up the pouch to look inside it? Turn to 
430. 

If you would like leave the pouch and instead search the broken 
furniture, turn to 418. 

Otherwise, do you: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 


Entry 396 

As YOU GO THROUGH THE DOOR IT SLAMS SHUT BEHIND YOU! YOU 
scrabble at the door looking for some way to open it again, and 
come up with nothing. The edge of the door it fits perfectly with 
the rest of the wall. After a few moments, you realize you can 
only go forward. 

Turn to 392. 
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Entry 397 

The body of the guard stands still for a moment, not realiz- 
ing that part of its head is missing. It falls to its knees and 
slumps towards the floor but you are already rushing past it. 
The Queen is standing now, her hair whipping around her as if 
blown by a heavy storm that only she can feel. She is chanting 
in her mysterious language and you are unsure if she is casting a 
spell or just Babbling incoherently again. She looks at you with 
fury in her eyes and a cruel smile on her lips, and you know her 
spell will be completed while you are still a few steps away. 

Do you: 

| Try to attack the Queen before she finished her spell? 
Turn to 192. 

| The exit is about the same distance from you as the 
QUEEN. Do YOU TRY TO DIVE OUT THE DOOR? TURN TO 102. 

| Stand there and wait to see what happens? Turn to 438. 


Entry 398 

Tearing your way into the upper corner of the room, you Fi¬ 
nally get close enough to see that it is a corpse of a human male, 
dressed in regal style. His face is twisted in pain and, spiders 
crawl over his body. You can see a gold ring on his right hand. 

Do you cut the corpse down to try and get the ring? Turn to 99. 

Do you search the rest of the room? Turn to 432. 

Do you wish to leave, thinking nothing good can come of this? 
Turn to 159. 
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Entry 399 

YOU APPROACH THE THIRD CHEST AND SEE THAT THE ENTIRE BOTTOM 

of the chest is lined with silver coins! There must be about 400 
silver coins here, probably more, just lying in this abandoned 
chest like someone’s dirty socks. As you reach in to grab some of 
the silver, the smell of decay reaches your nose, making you stop 
with your open hand still held out over the coins. 

Do you try touching the silver? Turn to A97. 

Instead you can leave the silver alone and continue searching: 

| DO YOU INVESTIGATE THE FIRST OPEN CHEST? TURN TO 148. 

| DO YOU INVESTIGATE THE SECOND OPEN CHEST? TURN TO 272. 
| DO YOU INVESTIGATE THE CLOSED CHEST? TURN TO 321. 

If you want to leave: 

| Head back downstairs, turn to 165. 

| Head back outside, leaving this building altogether? 
Turn to 63. 


Entry 400 

The portrait is captivating, and you are deeply moved by the 
fletcher’s unrequited love for this woman. Digging in your back¬ 
pack, you remove the stack of unsent letters and untie the string 
that surrounds them, removing the top-most letter and unfold¬ 
ing it gently, for the pages are very brittle. You read it aloud to 
the empty room. 

“Your sweet smell and passionate breath are like the first crisp 
breeze of spring. You fill my days with gentle sunshine and my 
thoughts with hope. 

My heart burns with endless joy for you like a deep summer 
heat that pierces me to the core whenever you are near. 

Your beauty is like no other. When you stand before me, it is 
as if all the brilliant colors of Autumn are before my eyes. 

When I gaze into those eyes, they sparkle like the stars on a cold 
winter night when the skies are clear and the moon is bright. 
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My very soul aches with sorrow, overwhelmed by my desire to 
be with you all year long. 

I am your man for all seasons.” 

When you look back up to the painting, the smile is gone and 
you could swear you see tears swelling up in its eyes. 

Not sure what is left to be said, you place the stack of letters 
on the end table beneath the portrait and prepare to search 
elsewhere. 

Return to 32 and choose again. 


Entry 401 

It appears this vat was where they stored the animal fat used 
to create the candles. There is a solid looking crusty substance 
covering whatever now remains in the vat and a few flies buzz 
around it, feasting on the mostly dried crud caked onto the sides 
of the vat. The smell of decaying animal fat is truly appalling 
and it doesn’t seem like there could be anything of value here. 

Do you: 

t Search around in the vat? Turn to 271. 

| Decide to leave the foul vat alone and go to the can¬ 
dle RACKS INSTEAD? TURN TO 490. 

| Investigate the workbenches? Turn to 383. 

| Head up the stairs? Turn to 3. 
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Entry 402 

The Babbling thing leaps at your weapon with a speed you 
would never have suspected from such a hunched-over creature. 
It grabs your weapon right off of your belt and all three of them 
leap to attack you! You must fight all three as one opponent. 

Because you’ve lost your weapon, you must Subtract 2 from 
your AV for this entire combat unless you have a spare. 


Three Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 8 


If you win, retrieve your weapon and turn to 278. 

If you lose, turn to 21 7. 

Entry 403 

With both of your opponents lying dead at your feet, you run to 
the door to see if you can catch the She-Jackal that escaped. Reach¬ 
ing the door, you see the broken weapons and debris lying undis¬ 
turbed in the street, but there is no sign of the fleeing She-Jackal 
in the thick, swirling mists that obscure your view beyond a few 
paces. Cursing to yourself again, you head back inside, closing and 
barring the door behind you to make sure you won’t have any un¬ 
wanted visitors. You turn your attention to the big copper kettle. 
The fire underneath is roaring and gives off so much heat the bot¬ 
tom of the kettle actually glows a bit. As the logs crack and pop, 
you look around and see the nearby woodpile that must have been 
used to feed it as well as a pile of crates and boxes from which the 
She-Jackals were adding ingredients to the kettle. Most of the other 
furniture here looks like it has been broken up and probably used 
to feed the fire, for only small pieces remain. 

Do you: 

t Search the dead He-Jackal and She-Jackal? Turn to 
318. 

| Peer in the copper kettle? Turn to 261. 

| Investigate the crates? Turn to 492. 
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Entry 404 

YOU EXAMINE THE PAINTING OF THE LITTLE GIRL AND NOTICE THAT IT 
seems significantly newer than the others; the paint is not 
cracked or chipped at all. It’s a masterpiece: a cheerful portrait 
of a little girl smiling brightly. Her blonde hair shines in the sun. 
Even the texture of the pink bow in her hair is clear and lifelike. 

Underneath the painting, attached to the frame is a small brass 
plaque with the words, “Zelona — My dearest flower. Born: 3 
24.” 


Would you like to: 

| Look at a different portrait? Turn to 32. 

| Look at the rest of the room? Turn to 257. 

Entry 405 

As YOU UNROLL THE BEDROLL, SOMETHING JUMPS UP AND BITES YOU 
on the hand! (Take 1 Hit Point). As you jerk your hand back 
in pain, the bedroll tumbles to the floor and the nasty creature 
skitters out and runs around on the floor, looking for a place to 
hide. It is a humanoid maybe six inches tall, covered in reddish 
fur, with four smaller, spider-like limbs sprouting from its back. 
Its head is also spider-like, with multiple green globes for eyes 
and a set of fangs where its mouth should be. It lands on four 
of its eight legs and then stands up on the most human-looking 
pair of legs and runs across the floor more like a man than a 
spider. 

Do you leave it be ? Turn to 311. 

Do you attack it? Turn to 26£. 
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Entry 406 

Using the tip of your boot, you start to stir the strange res- 
idue. It might just be your imagination, but it seems the blood 
and fleshy substances actively avoid your foot when it comes 
near. While you are pondering this the clear liquid starts to 
burn through your boot and into your foot! You cannot help 
but let out a scream as the acidic liquid dissolves the toe of your 
boot and starts eating into your foot. 

Take 2 Hit Points. 

YOU CAN NOW LIMP DOWN THE HALLWAY. TURN TO 208. 


Entry 407 

As SOON AS YOU WIND THE MYSTERIOUS MATERIAL AROUND ONE OF 
the spindles of the loom, both the loom and the material seem 
to come to life. You jump back in shock and watch as the mate¬ 
rial winds itself into the loom like a living thing. The loom soon 
begins to clack softly as it starts to weave something. You watch 
with amazement, half wary of the magical nature of what is hap¬ 
pening and - half in awe, wondering what the loom could be cre¬ 
ating. Magical armor, maybe? You remember how you could not 
cut the material —armor made of this would be mighty indeed! 
Or maybe a magical backpack? A bag that you could carry large 
amounts of loot and it would weigh nothing at all? The loom 
continues its work and your apprehension over the loom working 
by itself soon fades as you think about all the powerful items it 
could make. It is not long at all before the loom stops and you 
step up to it again, anxious to see what was created. 

Turn to A9. 
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Entry 408 

YOU CONTINUE READING THE SCRAWLING THAT COVERS THE WALLS AND 
extends onto the floor and ceiling as well. As you stare at the 
strange writing and drawings, trying to puzzle out the words 
one by one, you feel like they are starting to move, like each 
individual letter has a life of its own. The words start moving 
in circles, small at first but then slowly spiraling out, and be¬ 
fore you know it, the letters are swirling around you like moths 
around a bright light. Your head begins to throb and the floor 
opens beneath your feet! You scream in terror again and again 
as much as the air in your lungs will allow as you plummet into 
the inky blackness. The letters follow you like the tail of a kite 
into the black abyss... 

As you take a deep breath to continue screaming, you realize 
you have stopped falling and landed on something solid. You 
blink and look around, and find yourself on your hands and 
knees on the floor of the Inn. Your head throbs ferociously and 
you stagger to your feet, still trying to get your bearings. 

You are in so much pain you lack the ability to fully concen¬ 
trate on anything for a little while. The next time you are in 
combat, you must subtract 1 from your AV. 

If you have High Intelligence or High Wisdom you manage to 
resist the effects of the strange writing and do not have to re¬ 
duce your AV. 

Now do you want to: 

t Search the registry desk? Turn to 131. 

| Try to cross the room? Turn to 12. 

| Take the stairs up? Turn to 365. 

| Use the stairs going down? Turn to 264. 

| If you leave you will be in the courtyard by the Inner 
Gate. Turn to 63. 
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Entry 409 

YOU ARE STANDING AT THE DEAD END OF A NATURAL TUNNEL. By THE 
looks of the debris and the depth of the dust, no one has been 
here in a very long time. 

If you would like to search the dead end, pick a Random Num¬ 
ber: 

t If the number you have picked is 2—6, turn to 55. 

| If the number you have picked is 7—12, turn to 237. 

| If you would rather just turn around and head back, 
TURN TO 392. 


Entry 410 

The fireplace is solidly built but stained almost black from 
the soot of the numberless fires that have been built in it over 
the years. In fact, upon closer inspection, it looks like there has 
been a fire here recently. The majority of the wood has been 
burned to ash, but when you touch the walls of the fireplace 
they’re still warm. 

Do you continue to investigate the ash? Turn to 120. 

If not, you can continue to the two doors. 

To approach the door on the left that looks plain, turn to 316. 

To approach the door on the right with a bunch of debris piled 
in front of it, turn to 123. 
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Entry 411 

As YOU TURN AND BOLT FOR THE DOOR THE LIVING WAX FLOWS UP THE 
walls and across the ceiling. It’s at least as fast as you are; it will 
be a race to see who can reach the door first. 

Pick a Random Number. If you have the skill Athletics, add 2 
to the number. 

| If the number you have picked is 2—5, Turn to 288. 

| If the number you have picked is 6—12, Turn to 170. 

Entry 412 

Heading into this new passage, you hear some of the junk shift 
behind you. You spin around ready for an attack, but nothing 
happens, and after several long minutes of tense waiting with 
your weapon in your hand and your heart in your throat, you 
turn back and continue on your way. The passage curves to the 
right a bit and the piles of broken junk fall away. You can see 
the first sections of bare wall you have seen in this cellar. Oddly, 
there appear to be a few bricks missing in sections of the wall, 
all about chest height. As you approach these holes, the edge of 
your light moves over a wooden door also set in the same wall. 
The passage continues further straight on in front of you. 

Do you: 

| Open the wooden door? Turn to 289. 

| Peer in the holes? Turn to 105. 

| Try to head back and find your way out of this maze? 
Turn to 169. 
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Entry 413 

YOU TRY AND CLOSE THE SPACE BETWEEN YOU AND YOUR PREY AS 
quickly as possible, but the distance is great and the She-Jackal 
with the dagger is swift, easily intercepting you before you catch 
your fleeing opponent. You must now fight her before you can 
resume your chase. 


She-Jackal 




AV: 0 

Armor: 0 

DMG: 2 

Hit Points: 4 


If you defeat her in one round, you may resume your chase, 
turn to 126. 


If it takes longer than one round, turn to 103. 

If you lose, turn to 21 7. 

Entry 414 

The room beyond the locked door is still and the air here is 
stale. The walls and ceiling appear to be a solid sheet of iron. 

In the center of the room is a pedestal with a sword lying upon 
it, still in its scabbard. The only other thing you see is another 
iron door on the far wall directly opposite you. 

Will you inspect the sword? Turn to A86. 

Leave through the door you came through? Turn to 122. 

Leave through the opposite door? Turn to 396. 
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Entry 415 

The trapdoor is made of sturdy wood, and the dust around 
the opening is noticeably disturbed, indicating the door sees at 
least some use. You carefully open the trapdoor and get ready 
to descend. 

Do you have the Stealth skill? Turn to 233. 

If you do not have the Stealth skill, turn to 96. 


Entry 416 

Carefully removing the last of the debris, you open the door. 
There are no windows in here so the only light that enters here 
is the little bit that comes in through the doorway you are 
standing in. 

Do you have a torch or a lantern with some oil? Turn to 97. 

If you do not have a torch or a lantern, or if you have a lan¬ 
tern but no oil, Turn to AAA. 
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Entry 417 

Even though the strange material is very light, there is a lot 
of it and you are not sure why you would need to carry so much 
of it. You try to cut it with a knife left on the table. Try as you 
may, you cannot cut through even one thread of the silvery ma¬ 
terial. If you still want to take it, not knowing how you can ever 
make anything out of a material you cannot cut, it will take up 
one slot in your backpack (mark if down as ‘Silvery Material 
-80’). If you do not have a slot free, you must discard something 
to make enough room for it). 

If you want to use the material, subtract 80 from the entry you 
are on at that time. If the new passage makes sense you have 
successfully used the material. 

Whether you take the material or if you leave it behind you 
must now continue your journey. Do you want to: 

| Investigate the light? Turn to 427. 

| Open the far door? Turn to 451. 

| If you have had enough of this place, you can head back 
TO THE WELL AND CLIMB OUT. TURN TO 37. 


Entry 418 

YOU LOOK THROUGH ALL THE BROKEN WOOD ON THE FLOOR, BUT ALAS, 
after a few moments you realize the only thing here is a scatter¬ 
ing of firewood. 

Do you want to: 

t Search the rags? Turn to 395. 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 
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Entry 419 

YOU HARDLY HAVE THE DOOR TO THIS ROOM OPEN WHEN YOU HEAR 
the clacking sound of a crossbow firing. 

Pick a Random Number: 

| If the number was 2—5, turn to 154. 

| If the number was 6—12, turn to 343. 


Entry 420 

YOU STIR THE HOT ASHES AROUND USING THE TIP OF YOUR WEAPON. 
The last fire here was so recent that you even send up a few 
more sparks that spiral upward briefly before winking out. Most¬ 
ly what you find is ash and a few pieces of wood that are mostly 
burnt and crumble when you disturb them. At the bottom of the 
fire pit, however, you find a bunch of small bones, that look like 
they could be finger or toe bones. Deciding you have found all 
you will here, you can leave and continue to the two doors on 
the wall opposite the one through which you entered. 

To approach the door on the left, turn to 316. 

To approach the door on the right and the pile of debris in 
front of it, turn to 123. 


Entry 421 

Not wanting to turn your back on an enemy, you face the at- 

tacking She-Jackal. Her lips curl back wickedly into a hideous 
smile. She is certain of her victory over you. 


She-Jackal 




AV: 0 

Armor: 0 

DMG: 2 

Hit Points: 4 


If you win, turn to 157. 
If you lose, turn to 217. 


Benny 


273 












Entry 422 

YOU ARE STANDING IN A WINE CELLAR, SURROUNDED BY SEEMINGLY 
endless rows and sacks of barrels, casks, and other such contain¬ 
ers. It is so dark down here that you should not be able to see, 
but a strange blue-green light conies from somewhere behind you 
and to your right, providing just enough light that you will be 
able to get around without tripping over things. 

What do you want to do now? 
t Search the room? Turn to 209. 

| Investigate the strange blue green light? Turn to 44. 

| Head upstairs? Turn to 220. 

Entry 423 

When you check the fireplace, it is clear that someone lit a 
fire here recently. A bloody spit —still sticky to the touch— lies 
on the floor nearby along with a small pile of bones. Whether 
the bones are human or animal is difficult to tell since they have 
all been cracked into splinters presumably to suck out the mar¬ 
row. 

Under the remains of a still warm log you see the corner of a 
burning piece of paper. It is still smoldering, and you can only 
make out the words “Castle,” “our power,” and “hidden,” before 
it is blackened beyond legibility. 

Will you now: 

| Look through the papers and books on the table? Turn 
to 164. 

t Search through the rest of the room? Turn to 31. 

| Leave and go to the other room? Turn to 257. 

| Leave and go downstairs? Turn to 157. 
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Entry 424 

While the babbler is playing with some fragments of something 
on the ground, you bring the full force of your weapon down 
upon the back of its head, killing it instantly. 

Before you have time to inspect the dead babbler, two more 
come through the door! They stop in their tracks, completely 
surprised and you turn to fight them. 


Two Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 7 


If you win, turn to 218. 
If you lose, turn to 217. 


Entry 425 

More quickly than you ever thought possible, the blobs of 
wax flow together and form into a mass about the size of a large 
dog. You swing your weapon down upon it, determined to get 
the first strike in, but it shoots out a clump of goo and hits your 
arm. 

Pick a Random Number: 

| If the number is 2—7, turn to 471. 

| If the number is 8—12, turn to 243. 


Entry 426 

The banners are barely attached to the wall, and what re- 
rnains of them hangs in tatters. Squinting at the shreds, you 
determine that this castle once belonged to a larger kingdom 
probably inhabited by dwarves. - The banners do not mention 
or picture dwarves, but the language is a strange dwarven-like 
script. The largest banner shows a grey mountain with a black 
cave at the base. You believe the runes underneath say “Kobur 
Bartol.” Do they mean the kingdom of Bartol to the east? No 
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dwarf has been seen there for over a century maybe more. You 
do not remember much of the dwarvish language, but you are 
fairly certain that “Kobur” means “City” in the speech of the 
short people. 

Unable to learn anything else from the banners you move 
on. Turn to 303. 


Entry 427 

There is no flame inside of the strange lantern instead you 
see some kind of glowing thread. At first you did not think the 
lantern even gave off heat, but when you touch the glass it is 
warm. 

Do you try to take the lantern with you? Turn to 26. 

If you leave the lantern alone, will you investigate: 

| The Door? Turn to 451. 

| The silvery thread? Turn to 376. 
t Or will you head back to the well? Turn to 37. 

Entry 428 

YOU CONNECT WITH THE ROPE EASILY, BUT INSTEAD OF CLEANLY CUT- 

ting through it like you expected, your weapon crumbles into 
dust in your hand! All of a sudden the ropes start moving like 
they are alive! As the vines swarm over you, you realize the vine 
are not doing any damage to you, they are looking for metal to 
eat! They’re not ropes at all but a Rust Vine. The vines orig¬ 
inate from a central ‘bulb’ somewhere, most likely up through 
the hole in the ceiling. The rust vine does no damage to living 
creatures, but, when it attacks, anything metal it touches turns 
to rust. 

You must pick a Random Number for every metal item you 
own. If the number is 2—10, the item falls apart and you must 
cross it off of your Character Sheet. If the number you roll is 
11—12, the item resists the touch of the Rust Vine. 

As the Rust Vine touches more items, its corrosive juices be- 
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come weaker and weaker, so add 2 to the Random Number for 
each additional item the vines touch. For example, for the first 
item the vine touches, add zero to the number. Add 2 to the 
second number you pick, and add 4 to the third number you 
pick. Some of the possible items include the following: all metal 
weapons, even silver, helmets, armor that is not leather - all 
shields (even wooden shields have metal nails), and even back¬ 
pack items. You must do this for THREE items, but you get 
to choose the order of the items. It is more likely that items 
attacked later will survive. Don’t Forget! You must delete your 
weapon from this list even before you begin! 

Once the Rust Vine has attacked the three metal items, it will 
leave you alone. However if you try to climb it to get through 
the hole in the ceiling, it will shake violently until you let go. 
You will not be able to climb to the roof while the vines are still 
alive. Since the vines will not attack you now, you can search the 
room freely but you only find the odd bit of leather or wood- 
most likely the remains of the vines earlier ‘meals’ 

Your only option now is to leave. Turn to 365. 


Entry 429 

The Jackal Brute lumbers at you swinging its club madly. It is 
a fight only one of you will walk away from. 


Jackal Brute 



AV: 2 Armor: 0 

DMG: 4 

Hit Points: 10 


If you get the Jackal Brute under half of its Hit Points, turn 
to 302. 

If you lose, turn to 217. 

If you win, turn to 111. 
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Entry 430 

YOU OPEN THE POUCH AND SHAKE THE CONTENTS OUT ONTO INTO 
your other hand. A half dozen cockroaches and other types 
of bugs fall into your palm and some promptly crawl up your 
sleeve, while others drop to the floor. You begin to shake them 
off but as you do, three gems also fall into your hand. 

Shaking off the insects, you roll the three stones around in your 
hand so they catch the light: 

- An uncut chunk of green stone; 

- A dark grey stone with red sparkles; and 

- A bright blue stone that sparkles only where the light hits it. 

If you take these stones with you, mark them on your Charac¬ 
ter Sheet as special items. 

Do you now: 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 


Entry 431 

Running at your top speed, you throw your shoulder into the 
door and it bursts into splinters. Losing your balance as you 
smash through the door you end up flat on your face. Dirt and 
gravel cover your feet and you feel a sharp pain in your leg. You 
look down at it, and see that a section of one of the wooden 
beams has shattered and a piece of the beam is driven into the 
flesh of your leg (Take 2 Hit Points). You wince as you reach 
down and remove the splinter of wood from your leg then wob¬ 
bly get to your feet. 

Turn to 122. 
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Entry 432 

YOU CONTINUE YOUR EXPLORATION OF THIS ROOM, BUT AS YOU CHOP 
and tear at the webbing, you occasionally knock loose a shower 
of spiders. They land in your hair or on your face so your prog¬ 
ress is periodically interrupted by your frantic efforts to get them 
off you before they disappear down your shirt. You endure this 
for a few more moments, enough to remove all the webbing from 
the area around the table and chairs, which is frustrating as you 
find nothing of interest here. All this time the dark shape lies 
behind the webbing on the ceiling, unmoving. Take 1 Hit Point- 
of damage from the numerous small spider bites you receive. 

Will you now try to find, out what is on the ceiling? Turn to 
398. 


If you decide to leave, turn to 159. 


Entry 433 

The socks are lime green with an aggressively obnoxious ar- 
gyle pattern around the ankle. They are absolutely hideous, but 
for some reason you put them on anyway. Maybe it was the fact 
that they were still intact when everything else in the wardrobe 
was food for moths, maybe it’s because of after days of adven¬ 
turing, your own socks have seen better days, not to mention the 
smell; the new socks are certainly comfortable. You replace your 
boots and get ready to leave, and you are amazed to hear that 
you do not make a sound now when walking across the floor! 

You have found Socks of Stealth! (Mark them on your charac¬ 
ter sheet as a Special item.) These socks imbue the wearer with 
stealth for a limited time. The next two times you are asked if 
you have the stealth skill, you can answer “yes”, even if you do 
not have that skill. If you have the Stealth skill, they will give 
you the Athletics skill the next two times those options appear. 
Remember the socks only work twice, and then turn black and 
unravel becoming useless. 

With your lucky find you decide to leave and try the next build¬ 
ing. Turn to 191. 
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Entry 434 

The fireplace is still in good condition, though the stones 
above the opening are black with soot. There are a few marks in 
the dust on the mantle, showing there was once a line of objects 
here, but they are now gone. 

Would you now like to investigate the kettle ? Turn to 219. 

Would you now like to investigate the chimney? Turn to 279. 

If you would like to leave the fireplace alone and search the rest 
of the room instead, turn to 157. 

Entry 435 

YOU PULL SOME FOOD OUT OF YOU PACK AND HUNGRILY DEVOUR IT. 
Just as you are wiping the crumbs off your hands and face; you 
hear a shuffling sound like feet on the cellar floor approaching 
you. You ready your weapon and get to your feet. A humanoid 
shambles into the range of your light, covered in fur, and bearing 
vicious, curved, talons... but no head! It seems to somehow smell 
your food and you guess it is hungry, for you must now fight it. 


Headless Thing 



AV: 0 Armor: 2 

DMG: 2 

Hit Points: 6 


If you win, turn to 59. 
If you lose, turn to 217. 
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Entry 436 

As YOU START EXPLORING THE ROOM, SOMETHING CATCHES YOUR EYE. 
When you give the barricade a second look, you see that the 
tables and such are piled in such a way that they seem more like 
they are meant to keep something from breaking out, not break¬ 
ing in. This makes you wonder just what is upstairs now... and 
if someone was trying to prevent something from escaping here, 
where are they now? With all these questions and no answers, 
you continue to search the room. 

Would you like to: 

| Investigate the loom? Turn to 487. 

| Inspect the Cutting Table? Turn to 85. 

| Call out to the people upstairs? Turn to 6. 
t Start to move the blockade? Turn to 362. 

If you decide to leave this place, will you go to: 

| The Northwest courtyard? Turn to 191. 

| The courtyard in front of the Inner Bailey? Turn to 63. 

Entry 437 

As YOU HURRY TO GET OUT OF THIS DARKNESS YOU TRIP ON SOME OF 
the loose gravel in the room and pitch headfirst into the hole 
you made earlier. Luckily you manage to catch yourself, and you 
hear the splashes of the dislodged stones in the water beneath 
you. For an instant you think you hear something else, like a low 
murmuring sound. You scramble to your feet and begin to climb. 
With your arms and legs well rested you manage to scramble out 
of the well, in good time. 

You look around the courtyard for where to go next. 

Turn to 106. 
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Entry 438 

You STOP AND WATCH THE BABBLER QUEEN AS HER WORDS COME 
faster and faster. Her gibbering becomes one long stream of non¬ 
sense you are not sure even she understands. Suddenly, time 
seems to stop. You feel as though you are moving through a 
thick muck; it takes a world of effort just to move your hands. 
The Queen’s hair is still moving in the air, just very slowly as 
if underwater. She looks at you and you suddenly realize she 
hasn’t said anything while time has slowed. Puzzled, you stand 
there not sure what is going on, when suddenly she speaks. It 
is not the madness she has been spouting and shrieking earlier. 
Her voice is soft and soothing and there is power and intelligence 
behind her words. “The Skull lord is not your enemy. He has 
answers you seek. There are no true enemies here, but because 
of the Skull Lord’s meddling, the Scholar is the now the one you 
should be wary of.” Glancing down at the dead Babbler guard at 
your feet, she begins, “He is the...” and with that she explodes 
into ash. 

Your perception of time abruptly starts moving again and the 
little pieces of ash fall to the ground, and the crown she wore 
clatters to the stone floor. You remain still for a moment more, 
dazed and lost, trying to remember where you were and what 
you were doing. Suddenly you snap out of it, and wonder just 
what the queen was about to tell you. Shaking your head to re¬ 
move the last of the cobwebs in your mind, you move on. 

Now do you want to: 

| Inspect the queen’s ashes? Turn to 139. 

t Investigate the “Throne”? Turn to 226. 

| Look around the room? Turn to 265. 


282 


Benny 






Entry 439 

YOU CAREFULLY SET THE TRAP, LOCKING THE FIRING MECHANISM IN 
place. The last thing you need is ammunition for the device. You 
unsling the quiver that you found in the blacksmith’s shop from 
your back, and load all six arrows into the available slots. You 
feel a certain amount pride in resetting such a deadly device. 
Picking up your now empty quiver, you now continue on your 
way. 

Do you: 

| Head up the stairs (carefully avoiding the trap)? Turn 
to 267. 

| Leave this shop and search elsewhere? Turn to 191. 

Entry 440 

You PICK UP THE CORPSE’S LEG AND DRAG IT BACK INSIDE THE BREW- 
ery, making sure to shut and bar the door behind you again. 
Once you are certain you are relatively secure here, you start to 
explore the room and its contents. The three creatures he dead 
at your feet as you look around the room. The copper kettle 
sits almost in the center of the room; the fire underneath is 
roaring and gives off a great amount of heat. The bottom of the 
kettle glows brightly, as the wood crackles and pops. Nearby is 
the woodpile that must have been used to feed it, along with a 
pile of crates and boxes from which the She-Jackals were adding 
ingredients to the kettle. Most of the other furniture here looks 
like it has been broken up for kindling: only just small pieces 
remain. 

Do you: 

t Search the bodies of the three Beast kin? Turn to 318. 

| Investigate the copper kettle? Turn to 261. 

t Discover what is in the crates and boxes? Turn to 492. 


283 


Benny 










Entry 441 

YOU BEGIN TO SEARCH THROUGH THE CRATES. UNLIKE NEARLY EVERY- 
thing else here the crates are not covered with a thick layer of 
dust. Instead you can actually see a few handprints in the thin 
layer of dust that remains. 

You discover the following items in the crates. 

-A longbow with no bowstring. (It is unusable until you find 
a bowstring, but it will still take up one of your two weapon 
slots). 

-A Box of 100 Nails (this will take up two backpack item 
slots). 

-A stack of love letters -It appears the Bowyer was attracted 
to the owner at the Leaping Cat Pub- (Treat the entire stack 
as a Special Item). 

-A glass eye. 

Make any necessary changes to your Character Sheet, noting 
the items you want to take. When you are ready to move on 
do you: 

| Investigate the arrow pieces at the bottom of the 
stairs? Turn to 51. 

| Head up the stairs? Turn to 267. 

| Think this place has been thoroughly looted and leave? 
Turn to 191. 
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Entry 442 

YOU BRUSH THE DEBRIS FROM THE BOOK AND PICK IT UP. YOU BARELY 
have it in your hands when two grey mice wriggle from between 
the book covers, leaving a flutter of paper behind them. They 
make it into a hole in the wall before you can even blink. In¬ 
specting the book more closely, you guess it was once the reg¬ 
istry book for this inn. Now it is almost hollow and provided 
a warm nest for the two mice. Very little of the actual book 
remains, and when you open it shreds of paper flitter to the 
ground as if you had opened a bag filled with tiny dying moths. 
Thinking you will not find anything of interest here you drop 
the book back on the ground, ready to be inhabited again by its 
rodent tenants. 

You move on: 

t Do YOU LOOK AT THE STRANGE WRITING ON THE WALLS? TURN 

TO 306. 

| DO YOU ATTEMPT TO CROSS THE LARGE ROOM? TURN TO 12. 

| DO YOU TAKE THE STAIRS UP? TURN TO 365. 

| DO YOU TAKE THE STAIRS DOWN? TURN TO 284. 

| If you leave you will be in the courtyard by the Inner 
Bailey. Turn to 63. 
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Entry 443 

YOU CREEP UP THE FEW WOODEN STEPS INTO THE INTERIOR, WHERE IT 
becomes apparent that the vandalism you have seen elsewhere in 
the castle has afflicted the tavern as well. There are none of the 
normal furnishings one would normally associate with a tavern 
here, just shards of splintered wood and pieces of glass. There 
are also a few smashed wooden mugs identifiable only by the 
occasionally handle or the rim of a once whole mug. The wooden 
bar ahead of you is still somewhat intact, but there are large 
cut and gouge marks in it, as well as a HUGE two handed axe 
stuck in the center of it. A large fireplace is set in the wall to 
your left, with a black kettle still hanging on a metal spit over 
the dark charred area of the floor where the fire once resided. 
This doesn’t appear to have been used in a long time. A few of 
the reddish vines with their bladders have grown in through the 
broken windows and cling to the interior walls. To your far left 
are more broken tables, chairs and the like, all scattered haphaz¬ 
ardly around the room. 

To your right is a wooden staircase leading upwards to the sec¬ 
ond floor. 

In your travels, did you encounter a She-Jackal and did she 
escape ? If so, turn to 10. 

If you did not encounter a She-Jackal or she did not escape, 
turn to 157. 


Entry 444 

It is silent as the grave and as still as death in this room. Im- 
mediately in front of the door is a large stain. It is not blood, 
but you are not sure what it is. There is no sign of whoever 
made the whispering noise you heard earlier. It is difficult to 
clearly see what anything is in the rest of the room in the low 
light. There is a comfortable but simple-looking bed in the cen¬ 
ter of the room and a small chest of drawers and an open chest 
on the right side of the room. 

However, there is a gaping hole directly in front of you, on the 
left side of the room. The boards have rough edges, so they were 
obviously broken, but you are not certain if they were broken 
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downwards or upwards. What you are certain of however, is that 
someone or something is watching you. All the hair on the back 
of your neck is standing on end. You are uneasy entering this 
room with no light source. 

Do you: 

| Enter and search the bed? Turn to 168. 

| Walk over to the open chest? Turn to 456. 

t Investigate the dresser? Turn to 181. 

t Walk over the hole in the floor and try to peek over 

THE EDGE TO SEE WHAT YOU CAN SEE? TURN TO 5. 

| DO YOU LEAVE THIS AREA ALTOGETHER AND HEAD BACK OUT¬ 
SIDE? Turn to 63. 

t Do YOU LEAVE THIS AREA ALTOGETHER AND GO UPSTAIRS? 

Turn to 365. 

t Do YOU LEAVE THIS AREA ALTOGETHER AND TAKE THE STAIRS 

down? Turn to 284. 


Entry 445 

Movement in the corner of your eye catches your attention 
and, you turn to see what it is. A round wooden bowl clatters 
to the stone floor, spinning around a few times, and then comes 
to rest. 

You wait a few tense moments to see if something knocked the 
bowl down, but nothing happens, so eventually you move on. 

Turn to 229. 
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Entry 446 

YOU LIFT THE LID OF THE TRUNK CAREFULLY AND FIND A JUMBLE OF 

odd items inside: a few torn pairs of breeches; a scattered hand¬ 
ful of wooden cooking utensils; a stuffed toy that looks like a 
bear missing an arm; a dagger with a blade so bent and nicked, 
it is almost a club. You try shuffling these things to one side, 
hoping there will be something valuable amongst the remaining 
clutter. 

Pick a Random Number, and add 2 if you have the skill 
Perception. 

| If the number you picked was 2—7, turn to 187. 
t If the number you picked was 8—12, turn to 69. 

Entry 447 

Before you make it all the way to the pile in the corner, you 
can already see - and smell — that the rags and hay are heavi¬ 
ly stained with something unpleasantly aromatic. You probably 
do not want to know what it is. Using the tip of your weapon, 
you sort through this makeshift bed but find little of interest. 
You notice that whatever has stained the bed is now on the tip 
of your weapon. For the next battle ONLY it will be as if your 
weapon was coated with poison and it will add 1 to your AV. 
This will be only for the next battle since after a certain amount 
of time; the strange stain will wear off. 

Now do you want to: 

t Search the various bones and limbs on the floor? Turn 
to 366. 

t Attempt to climb up through the hole in the ceiling? 
Turn to 491. 

| Leave this place? Turn to 191. 
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Entry 448 

As YOU STEP FORWARD TO INVESTIGATE SOME OF THE PILES OF PAPER, 
you feel a shift in the air behind you. You turn just in time to 
see the door behind you swinging shut! You hurl yourself at the 
door to no avail. The door blends in perfectly with the wall now 
that it is shut. Try as you may, you cannot even find the tiniest 
crack to dig your fingers into to try and pry the door back open. 
You are trapped! 

Your only option now is to search the room. 

Turn to 232. 


Entry 449 

Beads of sweat sting your eyes and roll down your cheeks as 

you try to climb back up out of this hell hole. You thought the 
way down was difficult but the climb back out is twice as hard. 
You fight exhaustion on your long, arduous trip back to the sur¬ 
face. 

Pick a Random Number: 

| If the number is 2—9, turn to 176. 

| If the number is 10—12, turn to 37. 
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Entry 450 

Pulling yourself up onto the roof of the next building, you 
shake your arms a bit to give them a rest. Looking at your sur¬ 
roundings, it appears you are on the rooftop of a tavern or brew¬ 
ery, for there is a definite yeast or beer smell coming up from the 
building beneath your feet. You turn around and peer over the 
edge of the roof, but you can barely make out the street below 
as the thick swirling mists conceal everything. Even so, you can 
see a large number of dark shapes in the small courtyard below: 
probably the broken weapons and garbage lying about in the 
street in front of the building. On the roof behind you, a trap¬ 
door leads down into the building itself. Not wanting to climb 
back across to the Bowyer’s shop again, you decide to take your 
chances with what’s below the trapdoor. 

Turn to 228. 


Entry 451 

YOU REMOVE THE IRON BAR BUT FIND THE DOOR CAN BE OPENED ONLY 
a few inches. Inspecting the door to see why it’s stuck, you see 
the doorframe is heavily warped. “The only way this thing is 
opening is with a sound beating” you say to yourself. 

Do you: 

| Give the door the beating it deserves? Turn to 203. 

t Forget this and climb back out of the well? Turn to 
37\ 

| Instead go look at the thread? Turn to 376. 

| Investigate the odd light? Turn to 427. 
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Entry 452 

The dresser is in complete shambles and you pull apart the 
little bit that remains. Oddly, it looks like pieces have been bro¬ 
ken off bit by bit, rather than the dresser being smashed all at 
once. You quickly flip over all the broken pieces but find nothing. 
Convinced there is nothing here, you continue looking around. 

Do you: 

| Examine the ruins of the bed? Turn to 359. 

| Inspect the tapestry? Turn to 238. 
t Search the He-Jackals? Turn to 473. 

| Decide to head downstairs? Turn to 104. 

_ Entry 453 

As YOU INVESTIGATE THE PILES OF PAPERS ON THE FLOOR, YOU TRY TO 
touch only the edges of the pages, for you are mildly repulsed 
by what you suspect the stains are, as well as why some of them 
are stuck together. After a few moments of looking through the 
papers you realize they’re all sort of similar: they look like orders 
for various magical reagents, such as the kind a sorcerer or alche¬ 
mist might use, but you can’t tell what actual reagents might be 
or what quantities were desired due to multitude of stains that 
cover the papers. 

Do you now: 

| Look at the trunk? Turn to 389. 

| Investigate the bed? Turn to 489. 

If you would like to leave, where do you go? 

| The right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 
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Entry 454 

Clearing the webbing away from the room seems to take for- 
ever. Some of the webs are older and break easily, but others 
are relatively new and sticky. More than once you need to rip 
your weapon free and chop at them again and again before they 
finally break. All this time, spiders crawl over the webs and oc¬ 
casionally onto you. They all seem to be normal sized spiders, 
and though you’re quick about brushing them off before they 
can crawl up your sleeves and down your collar, you’re certain 
such small creatures could not £11 this entire room with webbing. 
You are certain there is a large spider here somewhere. After you 
cut a little ways into the room, you see a dark shape lurking, 
unmoving near the ceiling. 

Do you cut your way to the shape, ready for attack? Turn to 
398. 


Do you avoid the shape, but continue making your way your 
way around the room, keeping an eye on it? Turn to 132. 

Would you rather leave this area? Turn to 159. 

Entry 455 

YOU ARE RUNNING DOWN THE STEPS SO FAST YOU ARE NOT COMPLETE- 
ly sure where the trap is that you halfway set. Your pursuer 
certainly will not let you slow down and check, so you are just 
going to have to hope for the best. 

You put your foot on the bottom of the stairs. 

Pick a Random Number: 

| If the number you picked was 2—4, turn to 299. 
t If the number you picked was 5—12, turn to 465. 
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Entry 456 

The chest catches your eye first, even though it is open. It 
contains a few clothes tailored for a little girl of about the age of 
3 or 4. “The girl I heard!” you think. While you are pondering 
this, the door slams shut and darkness closes around you! Un¬ 
able to see even your hand in front of your face, you draw your 
weapon and try to remember where the door was. You take a 
step and think you hear someone exhale. It is a soft voice right 
next to your right ear that makes a sleepy murmur, like that a 
small child might make. It is the last thing you hear. 

THE END. 


_ Entry 457 

Before the defeated She-Jackal even hits the ground, you 
leap to the now open front door to the brewery. You see the 
familiar weapons and such strewn about on the ground, but no 
sign of the escaped She-Jackal. You silently curse under your 
breath and go back inside, making sure to close and bar the door 
so no unwanted visitors can sneak up on you. 

Do you: 

t Search the He-Jackal and the She-Jackal that remain? 
Turn to 318. 

| Peer in the copper kettle? Turn to 261. 

| Investigate the crates? Turn to 492. 
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Entry 458 

YOU DEAL A KILLING STRIKE TO THIS VICIOUS BEAST THAT MUST HAVE 
once have been human. As it falls to the floor, instead of lying still, 
it kicks and rolls around impaling itself on more and more nails. 
This goes on for quite some time before it finally stops moving. 

It’s not wearing much clothing so there is nothing really to 
search. Instead you carefully try to pick your way across the floor. 

What would you like to investigate? 

| The circular fireplace in the center of the room? Turn 
to 410. 

| The door on the far right? Turn to 316. 

| The door half blocked with debris on the left? Turn 
to 123. 


Entry 459 

Unlatching the clasp, you open the book and flip through it. 
The writing is half in a language you understand, and half in 
a set of strange symbols you have never seen the like of before. 
Unfortunately, this means the book remains a mystery to you. 
When you close the book there now is a huge number ‘8’ on the 
cover! No, not a number 8, but the symbol for infinity which 
looks like an 8 on its side; you are certain that was not there 
when you opened the book. If you take it, the book will take up 
two slots in your backpack. You decide to move on. 

If you would like to look at the broken canopy bed, turn to 189. 

Would you like to take a look at the writing desk? Turn to 73. 

If you would like to leave, where do you go? 

t The right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 
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Entry 460 

The Jackal Brute lies at your feet, the life slowly ebbing 
from its eyes. You can hardly believe you defeated such a tough 
opponent and wonder what a creature like that was guarding. 
You head back upstairs to see what you can discover. 

Turn to 111. 


Entry 461 

Looking about on the street, you find an old boot, a few 
rusty weapons, and some other junk, all in poor condition and 
not even a tiny bit useful. There was a huge battle here, but for 
what reason? You are still pondering this as you walk up to the 
door. 

Turn to 3A1. 
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Entry 462 

As YOU SEARCH THROUGH THE BODY, THE SMELL OF ROTTEN VEGETA- 
ble matter is so overpowering you have to stop midway to run 
out to the landing and retch. After a few moments your stomach 
settles down enough that you can go back inside. You hold your 
breath, while you finish looking it over. 

The thing has almost no skeleton. Where there should be bones 
- there are now mushroom stalks. The whole body is soft, and a 
bit of water begins to seep out as you examine what’s left of it. 
You are nearly ready to leave when you notice something odd 
about the arm that was not flesh when you first saw him. You 
figured the club-like fist it made with its arm was just because 
of the growth that covered its whole body, but now you see that 
there was an actual fist there. You pry open the clump with your 
weapon, wincing as the appendages that used to be fingers make 
a sound like the snapping of celery and its skin cracks like tree- 
bark. Inside its ‘hand’ it was grasping a small iron key with the 
number 246 on it. If you take the key, mark it on your Character 
Sheet as a Special item. 

You now turn back to the rest of the room to finish searching 
it, hoping to get away from the smell. 

Do you now: 

| Investigate the dresser or wardrobe alone the leftmost 
wall? Turn to 274. 

| Inspect the table and chairs? Turn to 120. 

t Search the bed? Turn to 87. 

| Investigate the metal pipe in the center of the room? 
Turn to 476. 

| Leave this area, getting away from the strange fungus? 
If so, head back down the rickety stairs and turn to 63. 
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Entry 463 

The light in here is so poor you can barely see anything. From 
what you can tell, there is no furniture or anything else up here 
at all, besides that worrying dark form in the corner. You care¬ 
fully walk toward it, but as you get closer, some kind of rope-like 
thing swings down from the ceiling and hits you in the shoulder? 
You receive 2 Hit Points of damage. 

Turn to 256. 


Entry 464 

YOU LIE ON THE GROUND, BEGINNING TO SHAKE AS THE EFFECTS OF 
the deadly poison race through your bloodstream. Sealing your 
fate with each passing moment while all you can do is wait for 
the end. As you begin to curl into a fetal position for your last 
missing moments you feel the spider legs climb up onto your 
body. Cringing at the alien feeling of something alive on you, 
you also feel the light brush of the little girls hair against your 
skin, tears begin to rise in your eyes as she speaks, “Daddy. Dad¬ 
dy why did you let mommy do this to me?” 

The world grows dark as a single tear falls down your cheek. 
You wish you could have found a way to save her. 

You wish you found a way to save yourself. 

THE END 
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Entry 465 

When your foot hits the bottom of the stairs and you throw 
yourself forward, not certain if you made it. There is a low 
crunching sound and a bestial cry of pain from behind you, let¬ 
ting you know your pursuer has set off the trap. 

You spin around with your weapon in your hand. The Jackal 
Brute is still holding its bone club but its other arm lies limp at 
its side, clearly broken. It howls again, kicking the wooden plank 
of the trap to the side, snapping it in half. You manage a smile 
as the creature snarls and hurls itself at you. 


Wounded Jackal Brute 



AV: 1 Armor: 0 

DMG: 4 

Hit Points: 4 


If you win, turn to 160. 

If you lose, turn to 21 7. 

Entry 466 

The wet glopping sounds grow even louder and the flame from 
your light source is finally flickering out as you attempt to place 
the mugs into the hands of the statues. The air around you 
crackles to life and a blue-white arc of lightning shoots from 
one mug to the other and then through you, hurtling you to the 
floor. 

Whether the burns from the lightning would have killed you or 
not is irrelevant, for the black oily slime is soon upon you. You 
are quickly dissolved into nothingness for its next meal. 

THE END 
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Entry 467 

As YOU INSPECT THE VINES MORE CLOSELY YOU NOTICE AN ODD ODOR, 
like lamp oil. You could swear the bladders beat like hearts and 
the vines themselves pulsate like veins. The bladders themselves 
are semi-translucent and you can see they are half-filled with 
some kind of liquid. As you stare at the strange plant, the vibra¬ 
tions caused by your being in close proximity to the thing cause 
one of the bladders to come loose, it falls from the vine and hits 
the ground. 

Pick a Random Number: 

| If the number you picked was 2-10, turn to 135. 

| If the number you picked was 11-12, turn to 283. 


Entry 468 

Leaving the light from the top of the stairs behind, you head 
down the center-right- passage. Extending your arms in front of 
you to feel your way along, you follow the passage as it makes a 
sharp turn to the left. You wander like this for at least five min¬ 
utes before realizing you are quite lost. Stopping for a moment 
you ponder whether you should continue onward or try to find 
your way back, you distinctly hear a voice from so close behind 
you; that you can feel the speaker’s breath on the back of your 
neck. It only says one word. 

“Yum.” 

THE END 
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Entry 469 

The Babbler Queen howls in rage and the last guard charges 
you, swinging its two handed club blindly but with great power. 
As you eye your opponent, looking for an opening, words start 
pouring from the Queen — not just incoherent gibbering and 
babbling, but words of magic! Silvery bands of energy start to 
flow around her and form a large sphere in front of her, as if she 
was winding a silvery ball of yarn. Once the globe shape grows 
to about the size of her head, she snaps her arms outward with 
her palms open directly at you, and the sphere is hurled directly 
at you! 

Do you have a shield? Turn to 1 7. 

If not, you must pick a Random Number: 

| If the number you picked was 2—6, turn to 130. 

t If the number you picked was 7—12, turn to 292. 


Entry 470 

YOU THINK YOU SHOULD LEAVE THE BODY ALONE. WHATEVER IS HAP- 
pening to it, it is most likely not safe to touch it at all. You look 
around the room and decide what to search next. 

If you investigate the dresser or wardrobe alone the left-hand 
wall, turn to 211. 

Do you inspect the table and chairs? Turn to 120. 

If you would like to search the bed, turn to 87. 

Do you investigate the metal pipe in the center of the room? 
Turn to 176. 

Do you leave ? If so, head back down the rickety stairs and turn 
to 63. 
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Entry 471 

Even though the wax thing flows like water, it hits your fore- 
arm with such force it makes you drop your weapon! Fear races 
through your mind. You do not want to fight this strange crea¬ 
ture barehanded! 


Wax Thing 




AV: 1 

Armor: 2 

DMG: 2 

Hit Points: 8 


For the first round you are fighting without a weapon, so sub¬ 
tract 2 from your ATTACK VALUE. After the first round, you 
manage to get close enough to your weapon to snatch it up; at 
this point your AV returns to normal. 

If you win this dangerous battle, turn to 64. 

If you lose, turn to 183. 


Entry 472 

Soft splooshing noises accompany you as you slosh through the 
puddle filled passage. After another few minutes of walking, the 
passage turns to the right and opens up a bit. This area is also 
filled with junk and garbage, but for a brief moment you think 
you see something moving on the other side of one of the piles. 
As you peer through the stack to see what it is, a single yellow¬ 
ish eye stares back at you. You leap back with a splash, weap¬ 
on drawn, ready for anything. After a few moments, nothing 
happens and you attempt to peer into the pile again. This time 
there is no sign of whatever was there before, but knowing that 
something is down here spying on you prompts you to move on 
a little more quickly. 

You move on. Turn to 128. 
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Entry 473 _ 

Crouching down, you inspect the corpses of the He-Jackals. 
One of them has an old dagger with a loose, wobbly blade that 
you swiftly discard. He also has a pouch with a small purple 
gemstone that you tuck away in your pocket. (Mark it as a spe¬ 
cial item on your Character Sheet.) The other He-Jackal has a 
spear which you can take if you wish. Remember you can only 
carry two weapons, so if you have more than two you must dis¬ 
card one. 

Will you now: 

| Examine the ruins of the bed? Turn to 359. 

| Inspect the remains of the dresser? Turn to 452. 

| Inspect the tapestry? Turn to 238. 

| Decide to head downstairs? Turn to 104. 


Entry 474 

The brick walls, where they are still intact, were once red 
but now have a slight whitish tint to them, as if the color of the 
bricks were slightly charred in a long ago fire. Any further in¬ 
spection reveals nothing else of interest. 

Turn to 289. 


Entry 475 

Trying to be as quiet as possible, you creep down the stairs 
far enough to see the first floor of the building. The smell of hot, 
rotting vegetation is so strong you have to cover your nose with 
your sleeve. You see three more of the jackal-headed Beast kin 
here: one He-Jackal and two She-Jackals. The male is stirring 
something in a large copper kettle with a fire roaring beneath 
it. The two females are grabbing things haphazardly from crates 
and throwing them into the kettle. You are forming your plan to 
attack when you shift your weight and the stairs creak. 
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All at once the three tenants of the room turn to look at you, 
“Not great odds,” you think to yourself, “but it’s now or never!” 
Charging down the steps, you are within weapon’s reach of the 
creature at the kettle before they fully realize what is going on. 
The He-Jackal uses the stick it was stirring the pot with as a 
staff, and one of the She-Jackals drops what she is carrying and 
draws a dagger. The last one turns and runs for the door. You 
curse to yourself as there is little you can do but watch her run, 
since you must now fight the two combatants in front of you, 
looking to take your life. 

You must fight both creatures as one. 


He-Jackal and She-Jackal 



AV: 1 Armor: 1 

DMG: 3 

Hit Points: 6 


If you win, turn to 403. 
If you lose, turn to 217. 


Entry 476 

The pipe in the center of the room has a small opening in it 
that you guess was once used for cooking. There is a small grate 
in there now but it is covered in the strange fungal growth that 
covers this room. That is all you find of interest here. 

What will you do now? 

| If you investigate the dresser or wardrobe along the 
LEFT-HAND WALL, TURN TO 274. 

| DO YOU INSPECT THE TABLE AND CHAIRS? TURN TO 120. 

| If you would like to search the bed, turn to 87. 

t Do YOU LEAVE? If SO, HEAD BACK DOWN THE RICKETY STAIRS 
AND TURN TO 63. 
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Entry 477 

The interior of the building is furnished with ranks of small 
wooden racks to either side of you. Some appear rotten and on 
the verge of collapse, others have been obviously vandalized. To¬ 
ward the back wall is a large black vat on an iron stand over a 
fire pit in the floor. A few flies are seen buzzing around the vat. 

Standing there staring blankly at the ceiling with their arms 
sunk into the vat up to their elbows are three humanoid crea¬ 
tures. 

The stench of death and rot assail you. The creatures are 
dressed in some sort of hunter’s uniforms with green cloaks now 
rotted from age and covered in blobs of wax. Each of the crea¬ 
tures also wears a silver brooch in the shape of a skull. Their 
skin is a pale gray and has the appearance of hardened wax. 
Their eyes are rolled back into their head but it appears they 
still somehow see you, since they start shambling in your direc¬ 
tion! 

You must fight all three wax people as one creature. 


Wax People 




AV: 0 

Armor: 0 

DMG: 2 

Hit Points: 9 


You can run away from this battle. If you would like to run 
away, turn to 191. 

If you fight and win, turn to 259. 

If you lose, turn to 217. 
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Entry 478 

YOU CREEP SLOWLY AND CAREFULLY DOWN THE CORRIDOR. It IS 
rough going; piles of brick are strewn everywhere and the foot¬ 
ing is difficult at best. In your dim flickering light, the walls 
suddenly feel oppressively close and you freeze in your tracks, 
uncertain whether you should continue forward or return back 
the way you came. 

You soon have your answer. 

Turn to 350. 


Entry 479 

YOU ARE RUNNING DOWN THE STEPS SO FAST YOU ARE NOT COMPLETE- 
ly sure where the trap is located. You know your pursuer will 
not let you slow down and look either so you are just going to 
have to hope for the best. 

You put your foot on the bottom of the stairs. 

Pick a Random Number (If you have the skill Athletics, add 2 
to the number): 

t If the number you picked was 2—4, turn to 24. 

| If the number you picked was 5—12, turn to 273. 
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Entry 480 

Hoping to close the distance before the Babbler notices you; 
you charge across the room at full speed. You make it only 
about halfway before it notices the noise and starts to gibber 
loudly and incoherently. You’re almost within weapon’s reach of 
your opponent when two more come through the door. You must 
now fight all three of them as one. 


Three Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 8 


If you win, turn to 278. 

Entry 481 

With a burst of speed you nimbly dodge a dagger thrust from 
the She-Jackal in the middle of the room and smash your weap¬ 
on into your escaping enemy, knocking her flat before she re¬ 
moves the bar even halfway off of the door to the outside. The 
other She-Jackal screams at you with rage for slaying its two 
companions and throws herself at you with wild abandon. 

It is a fight to the death. 


She-Jackal 




AV: 0 

Armor: 0 

DMG: 2 

Hit Points: 4 


If you win, turn to 269. 
If you lose, turn to 217. 


Entry 482 

YOU TRY TO CATCH YOURSELF ON THE NEXT STEP, BUT IT IS JUST AS 
rotten and snaps just as easily. Plummeting earthward, you land 
on the ground below, along with the remains of the steps (Mark 
off 1 Hit Point on your Character Sheet). 
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Luckily, you’re not hurt, and simply get up and dust yourself off. 
t Do YOU TRY TO CLIMB THE STAIRS AGAIN? TURN TO 251. 

| If you decide to go elsewhere, turn to 63. 


Entry 483 

The area behind the bar is filled with smashed glass, and is 
heavily stained. There also appears to have been a fire here once. 
Most of the burnt floor is covered with a crude piece of cloth 
that looks like it was once a rug of high quality, now reduced to 
a tattered rag. There are still a few wooden boxes on the shelf 
behind the bar, one of which still holds a few glass bottles. Also, 
there is a skeletal arm from a human being, and some strange 
glass objects all scattered about on the shelf. 

Do you: 

| Investigate the wooden box with the bottles in it? 

Turn to 188. 

| Inspect the skeletal arm? Turn to 60. 

| Look at the strange glass objects? Turn to 328. 

| Look at the bar and huge axe embedded in it? Turn to 
295. 

| Inspect the fireplace and the kettle? Turn to 434. 

| Look at all the broken tables and chairs? Turn to 93. 

| Go UP THE STAIRS? TURN TO 496. 

t Leave this building and go to the well by the court¬ 
yard? Turn to 309. 

If you have received a hint on something else to search here, 
subtract 25 from that number and go there now. If the text 
makes any sense then you have gotten the correct information. If 
it does not make sense, return here. 


307 


Benny 














Entry 484 

YOU ARE NOT QUITE SURE WHAT YOU COULD POSSIBLY FIND ON A TA- 
ble and chairs that are barely held together but you crouch 
down and stick your head underneath the table to see if there 
were any details you could have possibly missed. 

If you have the skill Perception, immediately turn to 173. 

Pick a random number: 

| If the number was 2-9, turn to 108. 

| If the number was 10-12, turn to 287. 

Entry 485 

In the gloom, you recognize the room of the Inn where you 
fought the spider with the little girl’s head as a part of its abdo¬ 
men. You shiver as you think of that living nightmare of a crea¬ 
ture. You look around warily in the gloom, but there’s no sign of 
the Arachninfant’s corpse. You decide to leave this area quickly. 

Do you climb back down into the hole ? Turn to 392. 

If you do not want to climb back down the hole, you can go to 
back to the main room: 

| Try the stairs going up? Turn to 365. 

| Try the stairs going down? Turn to 284. 

| Leave the Inn and back to the Inner Gatehouse? Turn 
to 63. 
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Entry 486 

The leather scabbard that rests on the pedestal it is dry and 
cracked and has obviously been ravaged by time. The pommel 
of the sword is dusty and heavily tarnished but when you pick it 
up and slide the sword out of the scabbard it takes your breath 
away. The blade is still highly polished, and so clean you can see 
your reflection in it. You test it by running your finger across 
the blade, but luckily it is not as sharp as a sword that is new¬ 
ly forged. You can tell that with a little weapon oil and a few 
moments with a whetstone, this blade will be as good as new. A 
great find! 


Add ‘Fine Sword’ to your Character Sheet under “Weapons”. 
When used, it does one extra point of damage to your enemies 
in combat (In the basic game, the sword will do 4 points of 
damage instead of 3). Remember you can only carry two weap¬ 
ons at a time, so if you have more than two weapons now, you 
must discard one. 

However, as you are inspecting it, the door you came through 
slams shut! Running to the door, you find there is no handle on 
this side. 

The only thing you can do now is leave through the door on 
THE OPPOSITE SIDE OF THE ROOM. TURN TO 396. 
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Entry 487 

Almost everything that you have seen here smashed and bro- 
ken, so it seems very peculiar to you that this wooden loom sits 
here, nearly untouched. It is weathered and covered in dust, but 
otherwise looks undamaged. Aside from that it’s a relatively un¬ 
remarkable loom; you have seen them before in Argax. Curious, 
you sit down and try the foot pedal. It still works! 

Do you have any material that could be woven on the loom, like 
flax or wool? If so, subtract the number of the material from this 
entry. 

If not, there is little else interesting here, you decide to move on. 

Do you now: 

| Inspect the Cutting Table? Turn to 85. 

| Call out to whoever or whatever is upstairs? Turn to 

6 . 

| Start to move the blockade? Turn to 362. 

| Leave and go back to the Northwest courtyard? Turn 

to 191. 

| Return to the courtyard in front of the Inner Bailey? 

Turn to 63. 


Entry 488 

YOU TRY TO IGNORE THE PAIN IN YOUR ARMS A LITTLE LONGER, CARE- 
fully finding handholds where you can. You are testing your 
weight on a small ledge when part of the wall collapses. You only 
fall for a short distance before you hit the water. 

Turn to 210. 
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Entry 4B9 

The bed before you was once truly majestic. The trim around 
the edge of the bed as well as the remains of the canopy itself, 
were once fine velvet, though they are both now moth-eaten and 
rotten. Two of the poles at the foot of the bed are now missing. 
There is no blanket on the bed and the sheets that remain are 
in tatters and stained. Two pillows remain but they are torn 
and appear to have been turned inside out. As you spread the 
feathers of the pillows around, you glimpse the gleam of silver 
underneath them. Bending down to look closer you spot four 
silver coins, just lying there. 

Do you: 

| Pick up the four silver pieces lying on the bed? Turn to 
234. 

t Do YOU STILL WISH TO INVESTIGATE THE TRUNK INSTEAD? 

Turn to 389. 

t Would you like to take a look at the writing desk? 
Turn to 73. 

If you would like to leave, where do you go? 

t The right hand door? Turn to 123. 

| Take the stairway going up? Turn to 365. 

| Take the stairway going down? Turn to 284. 

| Leave the Inn altogether and walk back out to the 
Inner Gatehouse? Turn to 63. 
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Entry 490 

A FEW CANDLES STILL HANG ON WOODEN PEGS ON THE OAKEN RACKS 
here. Inspecting them, more closely, you see that one of them 
looks bitten in half. Next to the racks in the corner is a roll of 
rotten twine probably once used for candle wicks, now splattered 
with blood. The floor is strewn with debris and garbage, but 
none of it looks salvageable. 

Will you: 

t Search the candles? Turn to 67. 

| Look at the blood soaked twine? Turn to 95. 

| Head up the stairs? Turn to 3. 

| Leave this place and find a different building to 
search? Turn to 191. 

Entry 491 

Jumping up you grab the edge of the hole and brace your foot 
on the nearby wall, to propel yourself up through the hole. You 
feel the dampness of the mist brush your face up here and as you 
look around and can barely see the ground beneath you through 
the eerie fog that swirls around you. To your right is the wall to 
the Inner Bailey, covered in the same vines you saw along the 
outer walls. At second glance you think that the mist seems to 
be coming from over the wall. Straight ahead of you is a rope 
that leads from this building to the next one. 

Do you attempt to climb the rope to the next building? 

Pick a Random Number- if you have the Athletics skill, add 2 
to the number: 

| If the number is 2-4, turn to 2. 

| If the number is 5-12, turn to 118. 
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Entry 492 

The crates and boxes look relatively new. There is no dust on 
them and the wood is still new-looking, not discolored with age 
like everything else here. In fact, although they are almost emp¬ 
ty, what remains are somewhat fresh vegetables. Just looking at 
them makes you think about how hungry you are, and you can 
scrape up enough of them for a two meals; enough for a trip to 
Tiff’s Meadow if needed. If you do not head to the meadow, you 
must eat a meal now anyway since you are hungry; don’t forget 
to mark it off on your Character Sheet. 

You pause for a moment to wonder where creatures like this 
could get crates of fresh vegetables from. They could have been 
raiding passing caravans, but you think you would have heard 
it in Argax if such creatures were attacking travellers. “Maybe 
there is a Jackal market square somewhere,” you muse as you 
gather your things and get ready to move on. 

Do you now: 

t Search the Jackal creatures on the floor? Turn to 
318. 

| Peer into the copper kettle? Turn to 261. 
t Decree to leave? Turn to 191. 
t If you win, turn to 111 . 
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Entry 493 

YOU ARE BRINGING YOUR WEAPON DOWN UPON THE BACK OF THE 
creature’s head, and bad luck strikes just moments before it 
connects. The mad babbling thing drops the stick it was playing 
with and it bends down to pick it up, causing your strike to just 
graze its back. The blow causes it to howl in pain, and swing at 
you using the stick on the ground. The stick shatters as you par¬ 
ry it with your weapon, but the Babbler manages to protect it¬ 
self from the fury of your return assault. About that time things 
go from bad to worse as two more come through the door. You 
must now fight them all as one creature. 


Three Mad Babblers 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 8 


If you win, turn to 278. 

If you lose, turn to 21 7. 

Entry 494 

The old bed, actually looks like it has been slept in recently, 
and someone made a half-hearted effort at neatening up the 
bedclothes. When you pull back the covers, you’re repulsed by 
the large stain in the center of the matress. It appears to be 
the same kind of stain as the one on the floor by the entrance 
to this room, half translucent and certainly not water. It makes 
you uneasy; you do not really want to touch whatever the odd 
substance is, so you decide to look elsewhere. As you turn to in¬ 
vestigate something else in the room, something darts out from 
under the bed to attack you! 

Pick a Random number (if you have high Dexterity, add 2 to 
the number you picked): 

t If the number you picked was 2-4, turn to 245. 

| If the number you picked was 5-12, turn to 367. 
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Entry 495 

As PANIC BEGINS TO SET IN YOU LOOK FRANTICALLY BACK AND FORTH 
between the statues and the door, praying for some kind of clue. 
Meanwhile, your light grows dimmer and dimmer. 

Seeing the smiling faces of the statues make you frantic, 
“What!” you scream at them. “What do you want from me you 
drunken fools?!” This time your desperate gaze lands on their 
kegs. 

“Kegs?” Your mind races, as it feels like the world has stopped 
completely. The way the statues other arm is raised almost look 
like some kind of a toast. MUGS! You shout incoherently with 
joy, but your victory is short lived. 

Have you found any mugs in your travels? 

If so, add the two numbers together and go to that section now. 

If not, or if you have only found one, turn to 32A. 

Entry 496 

YOU BEGIN THE ASCENT TO THE SECOND FLOOR, THE STAIRS CREAKING 
softly under your weight. Looking up into the space at the top of 
the stairs, you wonder what you will find. 

Pick a Random Number: 

| If the number was 2-6, turn to 297. 

| If the number was 7-12, turn to 348. 
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Entry 497 

Unable to resist temptation, you reach into the chest, grab- 
bing enough silver to fill your coin purse (make note on your 
Character Sheet that your coin purse is full; you will have to 
come back for the rest after your adventure is over). As you 
scoop up a handful of coins, you see what looks like a tatter of 
cloth sticking out from between the coins. Uncovering it you see 
where the smell of decay was coming from. There’s a half skele¬ 
tal hand buried amongst the coins! The fingers are clamped tight 
around a key ring and on one of the fingers is a silver ring set 
with a black stone. 

Do you: 

| Take the keyring? Turn to 189. 

| Take the ring from the hand’s finger? Turn to 14. 

| DO YOU INVESTIGATE THE FIRST OPEN CHEST? TURN TO 148. 

| DO YOU INVESTIGATE THE SECOND OPEN CHEST? TURN TO 272. 

| DO YOU INVESTIGATE THE CLOSED CHEST? TURN TO 321. 

If you’re done investigating this area, you can head back down¬ 
stairs. Turn to 165. 


Entry 498 

Finding a spot away from the water’s edge, you begin to dig. 
The digging is slow going even with the shovel, but you man¬ 
age to finish almost an hour before nightfall. Piling the last few 
rocks on top of the squire’s body, you wipe the sweat from your 
brow and say a silent word to the fallen lad. Building a small 
campfire, you settle down to try and get some rest, thinking of 
what fate the castle has is store for you. “Will someone be kind 
enough to bury me when they find me?” Is your last thought 
before an uneasy sleep claims you. 

You awake the next morning to a few weird noises can be heard 
off in the distance, but somehow you know the peacefulness of 
the meadow protects you in some strange way. Quickly you eat 
your second ration (Make sure to mark them both from your 
Character Sheet. If you are a hunter, you do not need to eat a 
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ration since you can forage some blackberries as you return), and 
check the stack of rocks on top of the squires grave. Gathering 
your things, you head back to the castle. 

Add the comment, “Buried the Squire” to your Character 
Sheet. 

Turn to 106 and continue exploring the castle. 


_ Entry 499 

“Not a person of many words, huh?” You mutter as you fol- 
low the ragged form. It drifts between the stacks of junk around 
the room like a ghost and if it hears your comment, it gives no 
sign. Eventually, she (or it, you are still not completely certain) 
stops at a large trunk. Sweeping the papers and books from the 
top of the trunk, she opens it and starts placing the contents on 
a nearby table: 

- Camping Backpack: Allows you to Carry a total of eight ob¬ 
jects instead of six. It will cost you 10 Coins. 

- VoyBerry Juice: Can cure poison, disease, or 6 Hit Points, but 
can only be used once. The cost isl5 Coins. 

- Wooden Shield: Adds 4 Hit Points to your maximum. These 
points cannot be healed and once used up the shield is de¬ 
stroyed and must be discarded. The shield costs 7 Coins. 

Add the comment, “Did not attack the Bandaged Witch” to 
your Character Sheet. 

After you make your purchases, the figure waves its — her? — 
hand and you find yourself staring into its terrifying, uncovered 
eye, unable to look away. 

Turn to 382. 
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Entry 500 

Your heart leaps into your chest and you cannot help but 
scream in victory as you dash in between the two great iron 
doors. There is a metal lever to your left, and when you yank 
it down the doors reverse their direction, quickly grinding to a 
close. 


Book One ends here. 

Your adventure continues in Book Two! 
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The KeeP 
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Entry 501 

As YOU LEAP THROUGH THE RAPIDLY CLOSING OF THE GREAT STONE 
door, it slams shut behind you; Trapping you on this side... but 
forming an effective barrier between you and the black oily mass. 
You leap to your feet and spin back towards the door with your 
weapon drawn, half expecting the slime to find a way to ooze 
under the door or even eat its way through the door itself. How¬ 
ever, half-crouched in the stillness with just the hissing of your 
light source for company, you realize your fears are unfounded. 
As you back away from the door the flame from your light be¬ 
gins to return to normal. Certain that you are safe— from the 
oily slime anyway — you quietly turn your back on the door and 
head down the corridor, anxious to learn more about the area 
you are now trapped in. 


NOTE: The entire time you are in Book Two, you cannot head 
to Tiff’s Meadow to rest and heal. You are trapped here until 
the end of this adventure! 


Turn to 653. 


Entry 502 

You PICK UP ONE OF THE BROKEN PIECES OF GLASS, AND NOTICE THAT 
it looks like it was some kind of alchemy device. The glass pieces 
are strangely curved and even include some odd glass tubing. 
Unfortunately, it is all broken and unusable. 

There is nothing left to investigate here, so do you now: 

| Open the single door? Turn to 563. 

| Open the double doors? Turn to 635. 

| Climb the stairs? Turn to 700. 

| Descend the stairs? Turn to 600. 
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Entry 503 

YOU OPEN THE ANCIENT SECRET DOOR, AND ENTER WHAT COULD ONLY 
be the master bedroom. There are three large fireplaces here, 
the largest on the wall opposite you which is also the largest of 
the three and one each on the left-hand and right-hand wall. All 
of them are lit. Between the fireplace ahead of you and the one 
on the right wall sits the largest and most regal-looking bed you 
have ever seen, covered with a mauve-colored blanket bearing a 
coat of arms you have never seen before. To the left of the larg¬ 
est fireplace is door in a curved wall that could only lead into 
another tower. Further left is an extravagantly-carved armoire 
and a bookshelf. A very comfortable-looking chair faces the third 
fireplace. Sitting in the chair, is an extremely handsome man 
who looks to be in his late 20’s. He turns the page in the book 
he is reading and then looks up at you, smiles, closes the book 
and stands. He is dressed in a blue alchemist’s work robe but it 
is very tidy and neat. His neatly cut sandy blonde hair falls into 
his eyes and his chin is furred with a few days beard growth. As 
you look again, you recognize him! He is still wearing the blue 
robes that you remember him wearing when he passed through 
Argax weeks past and still has the intense stare. 

He sets the book down on the chair and strolls over to you with 
his arm outstretched as if to shake your hand. 

Do you: 

t Shake his hand? Turn to 628. 

| Get the jump on him and attack? Turn to 620. 

| Refuse to shake his hand? Turn to 547. 
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(Image 504) 


Entry 504 

Pushing open the large oaken door is easier than you thought 
it would be. The doorway opens into a medium sized courtyard, 
the mist still swirling overhead and narrow gravel paths lead 
from this door to a well on the right, and to a small staircase 
leading up to another set of double doors to the left. 

Before you can decide where to go, two figures approach you, 
moving with oddly unnatural gaits. They look human; one is fe¬ 
male and dressed in a leather jerkin and wears a dull green cloak 
with a skull brooch. The other is in chain mail and a tabard you 
recognize: he’s from Carrollsburg. He must be the knight who 
passed through the village of Argax about a week before you 
began your own quest to the castle. 

You call out to him in friendliness, and ask how his quest was 
going. Eerily, you can see a flash of recognition in his eyes, but 
he says nothing. Neither holds any weapons that you can see, 
and it appears both are just walking towards you in an unag- 
gressive manner. There is just something about the way they 
walk that makes you uneasy. You cannot quite put a finger on 
what it could be. 

You put your hand on your weapon, just to be careful. 

Turn to 558. 
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Entry 50 f: The knight from Argax and the green cloaked woman. 









































































































Entry 505 

Quickly you douse the light, but the pounding on the door 
only increases. You fumble in your backpack to reignite your 
light source. Finally, your hand closes on your tinderbox, and 
you shakily try to get a flame going again. You are too late! 
There is a deafening crash as the door gives way to whatever is 
pounding on it. 

You never get a look at the creature. Large claws and multiple 
sets of teeth rend large chunks of your flesh from your body. 

THE END. 


Entry 506 

The few boxes here are in a pile and that reaches just above 
your knee. When you attempt to open the first one, your hand 
sinks into the box as if it was made of mud! The box then starts 
to change color and envelop your hand! You yank your hand 
away, staring at the red streak and spots where the thing has 
already eaten through your skin, you then realize what it must 
be, a shape changing creature called a Polymer. Like everything 
else in this cursed place, it is looking for its next meal. 

You must now fight it. 


Polymer 




AV: 0 

Armor: 2 

DMG: 4 

Hit Points: 6 


If you had no warning or hint something was in this room, you 
must miss your first attack and the Polymer gets a +1 to its AV. 
After the first round, you are no longer surprised; the Polymer’s 
+1 expires and you fight the combat as usual. 

If you win, return to 636 and choose again. 

If you lose, turn to 688. 
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Entry 507 

Slamming into the door with all the force you can muster, 
you bounce off and are hurled back a few steps (Mark off one Hit 
Point from the bruise you received). Rubbing your shoulder you 
realize you will not be able to force this door open and have to 
make your way back upstairs to the pantry. 

Turn to 636. 


Entry 508 

YOU ARE STANDING IN A WELL-TRAVELLED PASSAGE WITH A NINETY 
degree bend in it. In one direction you can see what can only 
be the lowest floor of the central tower. A faint light from some¬ 
where above you in the tower provides the only light other than 
your lantern. In the other direction, the passage branches into a 
‘T’ intersection. To the left, the passage heads off into the dark¬ 
ness and you can see nothing else from the light of your lantern. 
To your right, the passage opens up into a four way intersection. 

Will you: 

| GO DOWN THE PASSAGE TO THE CENTRAL TOWER? TURN TO 
600. 

| Head down the passage that goes straight into the 
DARKNESS? TURN TO 607. 

| Investigate the four way intersection? Turn to 564. 


Entry 509 

“Mysteries, you say?” The Benefactor chuckles at you. “This 
castle contains mysteries you surely cannot comprehend, my 
friend.” He grabs the nearby wine bottle and pours himself a 
drink then stares into the glass as if he has instantly forgotten 
you. When he finally does speak it is as much to himself as to 
you, “Things that should not be known, things to endanger the 
world...” With that he snaps out of whatever trance he was in. 
“I’ll tell you what ‘adventurer’, while I cannot tell you the an¬ 
swers to the mysteries of this castle, since I do not know them 
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myself, what I ‘can’ do is offer you some of the wealth that I 
have discovered while travelling in exchange for you leaving this 
place and leaving me to my research.” 

Accept his offer? Turn to 723. 

Decline his offer? Turn to 593. 

Do you have a ‘Zelona locket’? Turn to 6A1. 

Entry 510 

YOU SPEND JUST A MOMENT WONDERING ABOUT THE WISDOM OF WHAT 
you are about to do, then think to yourself, “This is what be¬ 
ing an adventurer is all about!” With that, you sheathe your 
weapon and slip into the water, trying to keep your light source 
from getting wet by holding it as far above your head as you can 
makes the swim towards the numerous dripping sounds slow and 
difficult. You cannot help trembling with anxiety as nameless 
things, bump into your body as you slowly swim along, and you 
hope desperately that they are just the distorted fish you saw 
earlier and not something larger, and hungrier. 

Do you: 

| Keep exploring? Turn to 663. 

| Turn back? Turn to 677. 
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Entry 511 

As YOU FINISH YOUR SEARCH AND GET UP TO CONTINUE ON YOUR WAY, 
you see the glint of metal in the tall grass to your right. Careful¬ 
ly approaching it you see a shield with the crest of Carrolsburg 
on it. But while you noticed the knight’s armor looked rusted, 
as if he had not taken care of for months, the shield still looks as 
polished and pristine as when you saw it in Argax a week ago. If 
you take the shield, add 5 to your Hit Points, the next time you 
take damage in combat, subtract it from these Hit Points first; 
when all of the shield’s Hit Points are gone, it will break. You 
may only carry one shield at a time. 

Would you rather: 

| Walk up the steps and enter the main keep? Turn to 
556. 

t Attempt to examine the well? Turn to 665. 

Entry 512 

Pressing sections of wall in search of hidden buttons or cach- 
es only seems to knock more chunks of the wall loose, forcing 
you to jump backwards to keep large chunks of brick from land¬ 
ing on your feet. The brick shatters when it hits the floor, its re¬ 
mains skittering to the far corners of the room. The wall behind 
the brick that is revealed is just plain dirt, and a few earthworms 
can be seen crawling in the moist earth. “Sorry to disturb you,” 
You muse to the worms, “You haven’t seen any hidden passages 
to arm loads of treasure have you?” The only response from the 
earthworms is they dig further into the dirt and disappear from 
sight. “Yeah, I didn’t think so either.” 

You move on. Will you now: 

t Search the junk on the floor? Turn to 543. 

t Or will you leave and go across the hall to the other 
door? Turn to 575. 

t Decide you have had enough of this place and head up 
THE MAIN CORRIDOR? TURN TO 567. 
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Entry 513 

As YOU STEP OVER A BROKEN SHIELD AND APPROACH THE TWO BED 
frames that are still standing, amazed that they remain upright 
at all. They are wobbly and warped and it seems as if even the 
slightest of breezes would collapse them. Deciding there is noth¬ 
ing really interesting about these decrepit beds, you move on. 

Will you now search the other ruined beds? Turn to 732. 

If instead you would rather search the broken foot lockers, turn 
to 591. 

If you decide there is nothing here you can leave by turning to 
790. 


Entry 514 

There is a soft clicking sound as you press the button, fol- 
lowed by a soft mechanized whirring from the chest for a few 
seconds, then silence. 

If you press another of the buttons, which will you press? 
t Up? Turn to 637. 

t Down? Turn to 566. 

| Left? Turn to 727. 

| Right? Turn to 528. 

If you would rather leave, turn to 565. 
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Entry 515 

Taking one of the bandages from the nearby roll, you wrap it 
around your finger and smear it around inside of the jar, giving 
it a solid coating. After you unwind the bandage, you notice that 
there is not much left. 

If you use this bandage in the future, instead of just healing 
the one Hit Point it normally would heal, it will heal a full three 
Hit Points. Do not forget to deduct the bandage from your total 
amount. Tucking the coated bandage carefully in your backpack 
(count it as a special item), you decide to keep searching the 
kitchen. 

Now will you: 

t Search the cupboard? Turn to 671. 

| Investigate the other fireplace? Turn to 592. 

| Leave through the door to the tower? Turn to 636. 

| Leave through the archway to the hall? Turn to 563. 
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Entry 516 

At the top of the ladder, you step out onto the roof of the 
tower where the roar of the unseen creature is deafening. Nor¬ 
mally you should be able to see the daytime sky, as well as 
across the top of the tower, but the mist is so thick even your 
hands are partially obscured, and your feet are just a memory. 
Gathering your courage, you head towards the roar, and some¬ 
thing emerges from the mists. It is a bit taller than you are and 
covered head to toe in metal armor. Its constant roar is now so 
loud it makes your very teeth vibrate. You find it difficult to 
think straight with all of the noise. 

Suddenly you notice two long hoses coming from the armored 
knight’s chest! Thick gouts of mist vomit from them, then swirls 
around both of you. Is this where the mist is coming from? If the 
knight is aware of you or cares, it gives no sign. It has not made 
any movement towards you at all, even though you are just an 
arm’s length away from it. 

Do you attack the armored knight before it notices you? Turn 
to 765. 


Do you try to touch the creature? Turn to 711. 

If you would much rather just leave the strange figure alone, 
descend the ladder to the floor below turn to 687. 
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Entry 517 

Looking at the Sun on the fireplace is fantastic; the workman- 
ship is truly remarkable. It smiles at you, and its eyes seem to 
follow you everywhere about the room, but its features are nei¬ 
ther male nor female. The detail is so exquisite that even though 
it is the color of marble, when you reach out a hand and touch 
it you half expect it to feel warm and yielding, like flesh, instead 
of the cold hard marble that greets your touch. You pull your 
hand away and are about to turn and continue your search when 
your eyes lock with the Sun’s eyes and it feels as if it is peering 
into your very soul. 

Do you have all of the following four notes on your Character 
Sheet? 

Refused to attack the bandaged witch? 

Attempted to save Zelona? 

Bury the squire? 

Drank tea? 

If you have accomplished all of the above things, turn to 719. 

If have not done all the above things, or have not encountered 
them, the voice goes silent and will not speak again. Turn to 
763. 


Entry 518 

These bed frames have most certainly seen better days. Each 
one of them has been crushed as if a giant stomped on them and 
then ground its heel into them. They look as if they were orig¬ 
inally a bit smaller than human-sized beds, but it is difficult to 
be sure considering the condition they are in. 

You can now: 

| Inspect the central table. Turn to 578. 
t Search the few intact foot lockers. Turn to 622. 

| Head out through the archway. Turn to 563. 

| Enter the door leading to the tower. Turn to 675. 
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Entry 519 

YOU ARE STANDING IN A HOMELY, CHARMING ENTRYWAY. EVEN WITH 
age the pastel yellows, pinks, and greens of this foyer are still 
vibrant and show you have entered the chambers that once be¬ 
longed to the Lady of the castle. Small end tables on your left 
and right each hold a vase with the remains of flowers long wilt¬ 
ed. On the wall to the left is a tarnished square mirror, and the 
right-hand wall is decorated with a painting of a lake scene. A 
set of curtains, once white but now dirty with age and riddled 
with tatters and holds, hangs over the doorway. It covers the 
majority of the entrance, but it is in such poor condition that 
most of the bedroom beyond can still be seen. 

Do you: 

t Search the left vase? Turn to 623. 

t Search the right vase? Turn to 778. 

| Look at the mirror? Turn to 550. 

| Investigate the painting? Turn to 680. 

| Head through the curtains? Turn to 565. 

| Leave this area? Turn to 687. 
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Entry 520 

Stepping up to the overturned table, you detect the smell of 
rot. On the other side of the table you see a humanoid figure ly¬ 
ing on its side, wrapped in a green cloak with the hood covering 
its head. 

At that moment you hear the door from the central tower open 
and a gruff female voice says, “Just when I thought we got 'em 
all. Then... Hey! What are you doing here?!” 

You must now fight the two guards. 


Two Guards 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 8 


If you win, turn to 783. 
If you lose, turn to 688. 


Entry 521 

Have you been here before? 
t If so, turn to 587. 

| If not, turn to 654. 


333 


Benny 









Entry 522 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your huger, like thread through the eye 
of a needle. You shriek in pain and surprise, but it retracts al¬ 
most instantly. You recoil, clutching your hand and inspect the 
damage. A single bead of blood appears on your fingertip and it 
does not look that bad, but you squeeze the wound anyway to 
attempt stop the bleeding. As you begin to put pressure on the 
wound, you feel yourself getting weaker and the room starts to 
spin. “Poison!” you gasp and fall to the floor twitching. As you 
begin to foam from the mouth and your eyes start to roll into 
the back of your head you believe you see boots standing near 
you and a voice say, “No, not poison.” Did you actually did see 
or hear that or was it the last hallucination of a dying mind? 
You’ll never know. 

THE END 


Entry 523 

The canopy bed is oddly clean and undamaged. There are a 
few small tears here and there in the fabric, but it might be 
the cleanest piece of furniture you’ve seen in this entire castle. 
You spend a few moments searching it, but to no avail: you find 
nothing of interest or value. 

Do you: 

| Investigate the pile of wood? Turn to 625. 
t Inspect the fireplace? Turn to 703. 

| Examine the table with the tea set? Turn to 697. 
t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO THROUGH THE ARCHWAY IN THE FAR WALL? TURN TO 650. 

| GO THROUGH THE ARCHWAY DIRECTLY TO YOUR RIGHT? TURN 

TO 672. 


| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 
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Entry 524 

The boar is dangling from the hook with its head toward the 
ceiling, not moving. You almost expect it to jump up and try to 
escape, but it does not. It just waits to become someone’s next 
meal. 

Do you cut the boar open? Turn to 612. 

If you would rather leave this poor animal alone and search 
elsewhere return to 706. 


_ Entry 525 

Pulling the curtain aside, you enter a long, narrow room. The 
only other visible exit is another curtained doorway on the same 
wall you entered, just way down on the left side of the room. 
Looking about the area, you believe you have found some kind of 
infirmary. Eight beds are lined up against the far wall; some still 
show ancient bloodstains. The wall between the two curtained 
exits is lined with a few shelves, one of which appears to have 
come loose from its fittings and collapsed, spilling its contents 
over the floor. Under one of the intact shelves sits a workbench 
covered in various small objects that you cannot identify in this 
light and at this distance. 

Do you: 

| Investigate the beds? Turn to 735. 

t Search the shelves? Turn to 762. 

| Approach the workbench? Turn to 645. 

Or you can leave, facing the wall with the two curtains you can 

leave through the left most curtain, the one that is grey-blue? 

Turn to 790. 

Or head out the right most curtain, the one that is grey-green? 

Turn to 56j. 
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Entry 526 

“Quite a few of my scouts have escaped,” he weakly croaks at 

you. “There is still hope that enough of my company still lives 
and are hopefully reporting back to my superiors as we speak." 
He shifts his weight a bit then winces in pain but you are un¬ 
sure if his discomfort, is from what you have told him, from his 
helmet, or something else that ails him. Just as you are about 
to ask, he interrupts you, “If there is any justice in this mad 
world, they will come back with a larger force and this castle 
will be part of the glory that is the Apuno.” With that he physi¬ 
cally sinks into himself, like the air was slowly leaking from him. 
Speaking with him has exhausted the poor man and you decide 
to move on, returning to the main chamber. 

Turn to 601. 


Entry 527 

YOU DART OUT FROM THE SHADOWS OF THE STAIRS, SWINGING YOUR 
weapon down upon your foes. The rat things are lightning-quick 
though, and a blow you thought was aimed directly at the right 
one’s head just grazes its shoulder. They recover quickly and 
point their weapons at you, cluttering something in a language 
you do not understand. 

You must fight them as one enemy. If you have the Stealth 
skill, add 2 to your AV for the first round of combat. 


Rat Things 




AV: 1 

Armor: 2 

DMG: 3 

Hit Points: 6 


If you win, turn to 725. 
If you lose, turn to 688. 
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_ Entry 528 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your huger, like thread through the eye 
of a needle. You shriek in pain and surprise, but it retracts al¬ 
most instantly. You recoil, clutching your hand and inspect the 
damage. A single bead of blood appears on your fingertip and it 
does not look that bad, but you squeeze the wound anyway to 
attempt stop the bleeding. As you begin to put pressure on the 
wound, you feel yourself getting weaker and the room starts to 
spin. “Poison!” you gasp and fall to the floor twitching. As you 
begin to foam from the mouth and your eyes start to roll into 
the back of your head you believe you see boots standing near 
you and a voice say, “No, not poison.” Did you actually did see 
or hear that or was it the last hallucination of a dying mind? 
You’ll never know. 

THE END 


Entry 529 

YOU LIE DOWN ON THE BED AND WRAP YOUR CLOAK AROUND YOU. 
Looking around the room one last time you whisper softly to 
yourself, “You know, being an apprentice instead of an adven¬ 
turer doesn’t seem that bad all of a sudden.” You close your eyes 
and slowly drift off to a well-deserved rest. 

Turn to 667. 
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Entry 530 

The door with the castle carving is barely open when a spear 
tip is propelled through the crack, aiming directly at your 
throat. 

Pick a Random Number. If you have Perception, Hunting, Ath¬ 
letics or High Dexterity add 2 to the number. 

If the number was 2-5, turn to 511. 

If the number was 6-12, turn to 681. 

Entry 531 

YOU WALK THROUGH THE ARCHWAY, INTO A PARLOR OR SITTING ROOM. 
There are various pieces of furniture here all draped in tattered, 
moth-eaten cloth. There are two artist’s easels here, one empty 
and one holding a painting that is covered with the same type of 
cloth that covers the furniture. The walls of the tower are lined 
with paintings, mostly unfinished. Directly across the archway 
is a small dais bearing a very regal looking chest, finely carved 
with winged humans and multitudes of different kinds of flowers. 
There is some sort of strange lock on the chest; instead of a hasp 
and padlock, there are four buttons, each with an arrow pointing 
a different direction. Finally, there are two arrow slits in the tow¬ 
er wall here, one on either side of the chest. Mist slowly pours in 
from each of them. 

Do you: 

| Investigate the easels? Turn to 552. 

| Look at the paintings along the walls? Turn to 737. 

| Take a closer look at the chest? Turn to 696. 

| Head back into the main room? Return to 763. 
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Entry 532 

After climbing for a few minutes you reach a metal trapdoor. 
You press the hand holding your light source against it, thinking 
a metal door like that will be rusted shut, but it opens quite 
effortlessly. The first thing you notice is the wave of cool, misty 
fresh air that washes over you— after being underground for so 
long you stopped noticing just how stale the air was. Taking a 
few deep breaths of the moist air, you hoist yourself up through 
the trapdoor and survey your surroundings. You seem to have 
reached the Inner Bailey. 

With the mist swirling around you, your visibility is limited to 
4 or 5 steps in any direction, but you can see that the trapdoor 
is set into the floor of a ruined building. The wooden walls that 
remain are only about two or three feet tall scarred with deep 
burns. All four wooden walls, the wooden floor, and even the top 
side of the metal trapdoor all have marks of a large fire. 

Looming above you just one the edge of your vision, is the 
keep. It’s barely visible through the obscuring mist, just a mas¬ 
sive black shape, yet there is no mistaking what it could be. 
Even after having fought your way through the terrifying crea¬ 
tures and bizarre dangers of the Outer Bailey just to get here, 
the view of the keep makes your skin crawl. As you gaze upon 
your goal it appears to you as a vast sleeping giant that could 
awaken at any moment and crush you like a scuttling beetle un¬ 
der its boot. You keep one eye on it even as you pick your way 
out of the ruined building and start walking around the keep 
looking for an entrance. 

Turn to 693. 
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Entry 533 

The dim hallway goes off into the darkness and you can barely 
see the end of the hall in your dim light. There are two thick 
oaken doors on either side of the corridor at regular intervals, 
but they are offset so each door faces the wall across the corridor 
and no two doors are directly across from each other, for a total 
of four doors altogether. The dust is thick in this corridor, show¬ 
ing no one has been here in some time. 

Would you like to investigate these prison cells? Turn to 66A. 

Head back to the central room? Turn to 601. 

Go back upstairs? Turn to 596. 

Entry 534 

Charging forward brandishing your weapon and with a battle 
cry on your lips. Before your opponent can react you use your 
momentum to shove your weapon into your foe with all of your 
might, certain it will be a killing blow. 

Instead there is a crackle of magical energy unlike anything you 
have seen before emits from the armored knight and hits you 
square in the chest hurtling you backwards almost propelling you 
over the edge of the tower (Mark off 4 Hit Points of Damage. If 
you have ‘Elemental Resistance’ written on your character sheet 
it is reduced to only 2 Hit Points of Damage). You are unsure 
of where you are for a moment and when you finally regain your 
senses, the armored knight is still standing in the center of the 
tower, belching forth its endless supply of mist. As you continue 
you shake the cobwebs from your mind, you realize you dropped 
your weapon. Looking about you find it, or what is left of it, for 
it is now mostly crumbled into a greyish powder. 

Cross this weapon from your character sheet and turn back 
to 7U. 
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Entry 535 


Is this your first time entering this room? 
t If so, turn to 730. 

| If not, turn to 590. 


Entry 536 

YOU CLIMB THE STONE STAIRS CAUTIOUSLY, BUT YOU ARE NOT EVEN 
half way up them when you see that the entire top of the tower 
seems to have collapsed. A few large wooden beams have fallen 
across the stairway, blocking it so you can go no further, but 
you peek through the debris anyway, trying to get a good look 
into the room beyond. It looks like this used to be some kind 
of storeroom. But try as you may, you cannot get past all the 
collapsed wreckage. 

Return to 636 . and choose again. 


Entry 637 

Standing only an arm’s length from the block of marble makes 
you feel uneasy. The marble is pure white and there are no 
markings or carvings on the majority of the surface, you can’t 
quite tell where the glow is emanating. In the exact center of the 
top of the block is the carving of a mouth, done in such amaz¬ 
ingly lifelike detail, you almost expect it to say “hello,” to you 
at any time. 

Do you have a black candle? Turn to 795. 

If not, turn to 630. 
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Entry 538 

You PICK THE KEY RING FROM THE CORPSE’S BELT. THE KEY IS FINELY 
crafted and must have been made for something very important. 
The only clue you have is a small metal tag on the keyring with 
the number 225 very precisely etched into it. 

Once you collect the key the slug finally lies still, and you do 
not think there is much else in this room so you decide to move 
on. 

Turn to 579. 


Entry 539 

All four of the prison cells appear to have been completely 
abandoned and unvisited for months, if not years. The dust show 
signs of being disturbed, but it must have been a long time ago 
since even the marks showing where it was moved are coated in 
dust so thick just walking through the room forces you to cover 
your mouth with your sleeve. 

The only thing you find of interest in all of them is in the last 
cell on the left. Lying on the rickety, filthy cot is a cheap looking, 
valueless necklace. Next to it is a folded piece of paper. When 
you pick up the paper and shake the dust from it, you see a few 
bloody fingerprints on it. The language on the paper is very odd, 
and while you cannot read most of it, you can understand one 
word, whether intentional or accidental is unknown. “Willow”. 


NOTE: If you pocket the note and the necklace, you can mark 
them on your Character Sheet as a Special Item. Whether you 
take them or leave them and head back to the main chamber 
of the prison. 


Turn to 601. 
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Entry 540 

As YOU DIG THROUGH THE REMAINS OF THIS BUILDING, YOU DISCERN 
that it must have been some kind of bakery. Most of the inte¬ 
rior fixtures now lie charred on the floor, except for three large 
ovens, the kind used for baking bread. They remain standing 
albeit covered in ash. When you examine the ovens they appear 
to have been abandoned for a very long time, but the amount of 
ash still present on the floor tells you the fire that destroyed the 
building occurred somewhat more recently. As you poke around 
the remains of the building, you start to feel like you are walking 
through the skeleton of some great beast, the remaining boards 
of the walls sticking toward the sky an enormous ribcage. 

As you dig through the building looking for something of in¬ 
terest. You hear the faintest noise, like leather over rocks, or the 
flap of wings. You cannot identify the sound, and in the black¬ 
ness of night, your torch must be a beacon to all around you. 

Will you continue searching around for something of value, 

ready for any attacker? Turn to 621. 

Would you rather play it safe and head back to the trap door? 

Turn to 782. 
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Entry 541 

Quiet as a whisper, you slip across the room to the bookshelf. 
You quickly read the titles of the numerous volumes housed 011 
the elaborate bookcase. 

“Creating Alchemy Ingredients from Everyday Household 
Items,” “A Report on Middenlund’s Minor Annals,” “Current- 
Studies of Botany and Formulae of Alteration,” and “Maps of 
the Known Murk Lands”. Just as you reach out a hand to choose 
a book to page through, a voice announces. “Master, your guest 
has arrived.” It seems to have come from all around you-possibly 
from the room itself? You freeze in your tracks. Was the voice 
talking about you? How did it know where you were? The robed 
man in the chair sighs heavily and finally closes the book he has 
been pouring over so intently. He looks over his shoulder directly 
at you. “Will you please sit? We have much to discuss.” 

Will you shake his hand and sit in the chair next to him? Turn 

to 628. 


Will you attack him? Turn to 620. 

Entry 542 

Picking through the dozens of ruined weapons on the floor, 
you find swords, axes, spears, shields, even a halberd scattered 
about the room. They are all broken, and rusted from age. Af¬ 
ter your initial walk around the room, you do not think there is 
much to find when suddenly a shower of dirt and rock falls down 
upon you from the ceiling! 

Pick a Random Number and add 2 if you have the skill of Per¬ 
ception or High Wisdom. 

| If the number you picked was 2-4, turn to 557. 

| If the number you picked was 5-12, turn to 799. 
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Entry 543 

Looking through the tiny shards of wood and metal you can 
only assume that whatever furniture was here is now reduced 
into these miniscule pieces. Why, remains a mystery. Searching 
through the scraps on the floor reveals nothing more of interest. 

Do you want to search the walls, looking for hidden doors? 
Turn to 512. 


Or will you leave and go across the hall to the other door? 
Turn to 575. 


If you decide you have had enough of this place and head up 
the main corridor, turn to 567. 
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Entry 544 

You CROSS THE ROOM HEADING TO THE DOUBLE DOORS, YOUR FOOT- 
steps echoing on the ceramic tiles beneath you. As you stop in 
front of the doors, you are certain you have heard another foot¬ 
step just a sliver out of time with yours! Whirling around with 
your weapon in hand, you look around the room. Light and mist 
pours through the windows, but though the area is well-lit you 
can see no sign of anyone else. You stand still for what seems 
like forever, seeing no sign and hearing no further sound, and 
then turn back to the double doors. The moment you do, you 
hear the quiet intake of someone’s breath! You whirl to face the 
sound, which saves your life. A blade slides into your side! If you 
hadn’t moved when you did the blade would have plunged into 
your back, most likely killing you instantly. The strike is painful 
but not fatal (Mark off 2 Hit Points). You still do not see your 
assailant, so you swing your weapon around randomly to see if 
you can hit your foe. 


Shade 




AV: 1 

Armor: 1 

DMG: 2 

Hit Points: 6 


If you have a silver or cold iron weapon, add 1 to your AV for 
this battle. 

Because your attacker is invisible, subtract 2 from your AV for 
the duration of this fight. 

If you win, turn to 721. 

If you lose, turn to 688. 
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Entry 545 

There is a soft clicking sound as you press the button, fol- 
lowed by a soft mechanized whirring from the chest that lasts a 
few seconds, then silence. 

If you press another of the buttons, which will you press? 
t Up? Turn to 522. 
t Down? Turn to 619. 
t Left? Turn to 514. 
t Right? Turn to 739. 

If you would rather leave, turn to 565. 


Entry 546 

Most of the shelves are bare, but oddly enough the dust here 
is almost non-existent, showing that this room sees a lot of use, 
and recent use at that. As you investigate the few things left on 
the shelves, you hear some scuffling from behind you. Turning 
to look, you see two humanoids, maybe half your height slowly 
creeping down the steps. They are covered in matted fur and are 
dressed in damp rags and they are slowly dripping water, as if 
they were just out in a heavy rain. As they creep further down 
the stairs you see each of them holds a curved dagger in its paw¬ 
like hands. They begin to sniff around the room and you realize 
their heads are those of giant rats! You realize the shelves you 
were investigating are partially under the stairs, so they cannot 
see you from where they are. They continue to sniff curiously 
and you are sure that if you just sit here they will soon detect 
your presence. 

Do you attack while you have surprise ? Turn to 527. 

Do you step out and try to talk to them? Turn to 613. 
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Entry 547 

His smile soon fades as he stands there with his hand out- 
stretched in awkward silence. He retracts it when he notices you 
will not reciprocate his friend gesture and the smile changes into 
a sneer. “So you break into my chambers, interrupt my research 
and who knows how many of my guards you have slain and 
property you have taken, now you cannot even show me common 
courtesy?” His tone of speech as if talking to a small child and 
he concludes the dialogue to you with a small snort. 

“May I at least ask your business here? Or will you continue 
your ill-mannered ways?” 

If you tell him you have come to unravel the mysteries of the 
castle ? Turn to 509. 

If instead you tell him that your goal is defeating the vile crea¬ 
tures residing within the castle to make the surrounding lands 
safe. Turn to 67f. 

Would you rather tell him that you are here to try and grab as 
much treasure as you can? Turn to 7£2. 

Or if you do not like his condescending tone, you can attack 
him. Turn to 620. 


Entry 548 

A GLANCE AT THE SHELVES, CONFIRMS YOUR EARLIER OBSERVATION 
that there is nothing here. The metal shelves are covered with 
a layer of frost, but no dust is seen, making it difficult to deter¬ 
mine how much they have been used recently, if at all. There is 
nothing of interest here. 

Turn to 706. 
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Entry 549 

Wiping the yellowish gunk from your weapon, you return to 
investigating the platform. There are small piles of wood shav¬ 
ings, probably made by the Wood Weevils, though you can only 
guess at the reason: to sleep in? Lay eggs in? Left-overs from a 
meal? You are unsure, so you try not to step on or in them. Af¬ 
ter thoroughly searching under the platform the only thing you 
find is a roll of bandages. After throwing away the bandages to¬ 
wards the outside of the roll (they are dirty), you find 5 useable 
bandages left on the roll, along with 2 silver coins. 

Now do you want to: 

t Look at the mosaic? Turn to 673. 

| Investigate the three fireplaces? Turn to 568. 

| Leave through the double doors? Turn to 644. 

| Leave through the single door? Turn to 712. 


Entry 550 


Have you gotten some hint about the mirror here? If so, 
ADD THAT NUMBER TO THIS ENTRY. If YOU HAVE NOT, TURN TO 602. 
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Entry 551 

This room is completely charred black and a thin layer of ash 
blankets the entire room. The cobblestone floor is evenly cov¬ 
ered with ash and soot, and dotted with vertical wooden beams 
here and there, as if this place was once divided up into smaller 
rooms by wooden walls. The walls are gone now though, and 
even the beams are mostly burnt through. Various twisted, 
melted metal objects lie about as well, showing that whatever 
charred the walls didn’t limit itself to just that. It must have 
burned very hot to melt metal into slag. 

Will you: 

| Investigate the slag? Turn to 748. 

| Sift through the ash to what you can find? Turn to 

771. 

t Or you can move on: 

| Head through the double doors leading into the cen¬ 
tral towers? Turn to 700. 

| Enter the open passage into the outer tower? Turn to 
756. 


Entry 552. 

YOU APPROACH THE EASELS AND REMOVE THE CLOTH FROM THE Cov¬ 
ered painting, ready for anything... except for what you actually 
see. The painting is a portrait— of you! But your face is twisted 
in agony as something out of the blackness from behind you 
stabs some kind of serrated claw or barb through your right 
shoulder. It makes you so uneasy you glance over your right 
shoulder just to make sure nothing is there. The painting is of 
the same craftsmanship as all of the other paintings you have 
seen in the castle, so you are certain this painter, and this room, 
must have been the source of all of them. But how did this 
unfinished painting of you end up in this castle that was aban¬ 
doned centuries ago? 

Would you like to inspect the detail of the painting closer? 

Turn to 626. 
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Would you rather just smash the thing? Turn to 591. 

If you would rather just leave it alone, not wanting to mess 
with something beyond your understanding, do you: 

| Look at the paintings along the walls? Turn to 737. 

| Take a closer look at the chest? Turn to 696. 
t Head back into the main room? Return to 565. 

Entry 553 

Peering into the kettle you can see some kind of liquid residue 
clinging to the sides. The kettle is also still slightly warm. The 
ashes in the bottom of the fireplace are scattered about so there 
is no telling if there was a fire in here recently. Unfortunately, 
there is nothing else of interest here. 

Now will you: 

t Search the cupboard? Turn to 671. 

| Look at the alchemy equipment? Turn to 747. 

| Investigate the other fireplace? Turn to 592. 

| Leave through the door to the tower? Turn to 636. 
t Leave through the archway to the hall? Turn to 563. 
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(Image 554) 


Entry 554 

The slug still twists and turns even though you cut it nearly 
in half, scattering both mounds of dirt and glowworms alike, 
uncovering bones and remains of other animals and even people 
from their earthen resting places. Stepping back and waiting for 
the slug to finally realize it is dead, you look at the remains. 
There is a smallish female corpse dressed in torn clothing now 
coated in a slime similar to the stuff that coats the dying giant 
slug. Even though a large part of her face has been eaten away, 
you still recognize her as one of the adventurers that passed 
through your village a few weeks back. While you struggle to re¬ 
call her name, the instant you make the connection between the 
corpse in front of you and the person you saw a few weeks ago, 
your mind recalls another memory. This girl was also caught 
stealing apples from the marketplace to feed her starving sister, 
but then disappeared. How did she get here? Snapping out of 
your reverie, you stare down at the lifeless form; crawling all 
over her corpse are glow worms and slugs, some as long as your 
fingers. Her right arm is missing and her left still holds a dagger; 
keyring with one key on it dangles from her belt. 

Do you: 

| Take the dagger? Turn to 775. 

| Pick up the key? Turn to 538. 

| Leave this place and head back out into the hallway? 

Turn to 579. 
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Entry 554-' The sad fate of the girl from Argax. 





















Entry 555 

Climbing up the ladder kicks loose a few flakes of rust but 
judging from the condition of the ladder and the small amount 
of rust dislodged, this ladder seems to see occasional use. Before 
you even reach the top you see that the trapdoor is held shut by 
a padlock holding a large iron clasp, making sure whatever is on 
the other side of the trapdoor is safe and secure. 

Do you have a key to try? If so, add the number on the key to 
this entry and it should give you a suggestion of which entry you 
should read next. If the entry does not make any sense, you do 
not have the correct key. 

If you do not have a key that fits, you will have to climb 

BACK DOWN THE LADDER AND CHOOSE AGAIN. TURN TO 681. 


Entry 556 

You PUT A FOOT ON THE STAIRS LEADING TO THE DOUBLE DOORS 
which will allow you to finally enter the keep itself, and find 
that the stonework is so old and brittle that putting your weight 
on it causes a few small pieces of cobblestone to break apart, 
making you to the stumble a bit. Catching yourself, you wonder 
how long this place has been deserted. You turn the handle of 
the right-most door and it opens smoothly, as if it was recently 
oiled, again making you wonder just how deserted this place is. 

With one final breath of outside air, you finally step into the 
keep itself. You’re in an entry hall which extends to your left 
and right. Ahead of you and to the left is a sturdy stone wall 
with evenly spaced alcoves in which statues once stood. The dais 
and the legs of the statues still remain, but anything that was 
above them is long gone. As you step further into the keep, long 
tendrils of mist slink through the door behind you, flowing over 
the floor and around your ankles, as eager to investigate this 
area as you are. The only exit from this location is to your right 
so you head off down the corridor. 

Turn to 621. 


354 


Benny 






Entry 557 

As SOON AS THE STONES COME LOOSE FROM THE CEILING YOU LUNGE 
to the side with all the strength you can muster. You land flat 
on your face and your weapon clatters across the floor, but you 
still heave a sigh of relief at avoiding the cave-in. Slowly you 
get to your feet and look at the spot you were standing in just 
moments before. It is now occupied by a large pile of dirt, sur¬ 
rounded by clouds of dust just starting to settle back down. A 
few cobblestones that were part of the ceiling just moments ago 
now stick out of the dirt at odd angles, like jagged teeth. You 
quickly brush bigger clumps of dirt from your clothes, and pick 
up your weapon. With one last glance around the room, you 
silently thank your good luck and head back out to the hallway. 

Turn to 790. 


Entry 558 

You don’t know what the green-cloaked woman’s and the 
knight’s intentions are, but you put your guard up, ready for an 
attack. 

You give them a few verbal warnings to back off, but they both 
keep walking toward you. As soon as they both get close enough, 
they lunge at you with a speed you had not imagined they were 
capable of by the way they were walking. With no weapons, they 
attempt to pummel you with their fists. 

You must fight them one at a time. 


Green-Cloaked Woman 



AV: 1 Armor: 0 

DMG: 3 

Hit Points: 6 


The Knight 




AV: 0 

Armor: 1 

DMG: 2 

Hit Points: 8 


If you win, turn to 618. 
If you lose, turn to 688. 
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Entry 559 

Stepping up to the small round table you reach for the finely 
crafted cup emitting a few curls of steam, trying to push the 
doubt from your mind on what you are about to do. “Whoever 
left this tea here must have done so for someone to drink it. So 
what can it hurt?” You try to convince yourself as you take a 
sip. Feeling the soothing beverage ease its way down your throat, 
you realize that is the first warm thing you ingested since you 
left Argax. While the tea was refreshing, it appears to have no 
side effects at all, for good or for ill. 

Add “Drank tea” to your Character Sheet. 

Turn to 763. 


Entry 560 

YOU REACH AROUND IN THE DARK TO FIND YOUR TINDERBOX AND CRE- 
ate a spark to bring your light source to life. The instant you 
do, the scratching on the other side of the door goes wild and 
crescendos into a frantic banging. A low murmuring also begins 
as the pounding on the door gets louder and louder and a few 
dents begin to appear in the door. You draw your weapon and 
prepare to fight to the death. 

Do you turn out the light, hoping the thing will give up and go 
away? Turn to 505. 

Grasp your weapon and prepare to attack as soon as the door 
gives way? Turn to 660. 

Entry 561 

YOU APPROACH THE BARRELS, AND GIVE EACH ONE A SOLID THUMP 
with your fist. They all sound like they are full of something. 
You grasp the cork of the closest one and firmly and pull it out. 
Liquid sloshes around and when you pour a little bit out, you 
see it is just water. 

Realizing there is nothing of interest here you decide to 
move on. Turn to 636 and make another choice. 
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Entry 562 

The scholarly gentleman looks like a prince or a lord. He has 
sandy brown hair, with a thin moustache and beard. A golden 
crown rests on his head and he is regally dressed. He is standing 
with his right arm on an upraised right knee and seems to be 
holding something in his left hand. 

If you have something that you could hold up to the painting, 
add the number involved with that object to this entry. If the 
new entry makes sense you have found the correct item. If it 
does not make sense, it is incorrect. 

If you do not have the right item, you must move on. 

Will you, head down the stairs, Turn to 712. 

Or leave through the door? Turn to 551. 


_ Entry 563 

YOU ARE IN A LONG CORRIDOR. At ONE END, TWO ARCHWAYS FACE 
across from each other. At the other end is a dark wooden door 
heading to the central tower, along with the entrance hall to the 
right. 

Will you head through the left most archway? Turn to 657 
Would you rather try the archway on the right? Turn to 535. 
Or will you head to the door in the central tower? Turn to 
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Entry 564 

YOU HAVE ENTERED A FOUR WAY INTERSECTION. THE PASSAGE DIRECT- 
ly ahead of you ends in a warped but still sturdy-looking wooden 
door. To the right is an archway, hung with a gray-green curtain 
which blocks your view of whatever is beyond it. To the left, is 
a passageway leading off into the darkness; at around the five to 
ten pace mark a smaller corridor leads off to the left. This one 
looks well-travelled. The corridor behind you is another dark 
passageway, but the walls of this one lead into the darkness un¬ 
interrupted by other doorways or branching corridors. 

Will you: 

| Enter the door ahead of you? Turn to 580. 

| Enter the archway to the right of the doorway, 
THROUGH THE GREY-GREEN CURTAIN? TURN TO 624. 

| Take the long, dark passageway, opposite the door? 
Turn to 790. 

| Head down the left-hand passageway, taking the 
WELL-TRAVELLED BRANCHING CORRIDOR? TURN TO 600. 

| Head down the left-hand passageway, bypassing the 
BRANCHING CORRIDOR? TURN TO 607. 

Entry 565 

Although most of it is in ruins, this bedroom is decorated in a 
motif of the sun and the moon and even with a lot of the things 
broken or missing you can see it must have been a marvel to 
behold once upon a time. Standing at the archway with the 
entry room behind you, to your left is the remains of a dresser 
or armoire, now reduced to just a pile of wood. Almost directly 
ahead of you is the very large canopy bed. It has been heavily 
vandalized, -- two of the four posts look like someone tried to 
chop them down but then gave up and the canopy and sheets 
lie in tatters — but the majority of the bed is still intact. To the 
right of the bed is a large white marble fireplace. The left side 
is decorated with a carving of benevolently smiling sun, and the 
right side is decorated with a mischievous-looking crescent moon. 

To the right of the fire place is a curved wall which you can 
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only guess is one of the towers with an archway leading into its 
interior. The far wall and the wall to your immediate right are 
both pierced by archways as well, leading from this area. 

In the center of the room is a small round table covered with 
a dirty and tattered, yet still dainty lace tablecloth. It is sur¬ 
rounded by three comfortable-looking chairs and set with four 
tea cups and saucers as well as a teapot. A small curl of steam 
rises languidly from the teapot’s spout. 

Do you: 

| Investigate the pile of wood that was once an armoire? 

Turn to 625. 

t Search the canopy bed? Turn to 523. 

t Inspect the fireplace? Turn to 703. 

| Examine the table with the tea set? Turn to 697. 

t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO THROUGH THE ARCHWAY IN THE FAR WALL? TURN TO 650. 

| GO THROUGH THE ARCHWAY DIRECTLY TO YOUR RIGHT? TURN 

TO 672. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 
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Entry 566 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your huger, like thread through the eye 
of a needle. You shriek in pain and surprise, but it retracts al¬ 
most instantly. You recoil, clutching your hand and inspect the 
damage. A single bead of blood appears on your fingertip and it 
does not look that bad, but you squeeze the wound anyway to 
attempt stop the bleeding. As you begin to put pressure on the 
wound, you feel yourself getting weaker and the room starts to 
spin. “Poison!” you gasp and fall to the floor twitching. As you 
begin to foam from the mouth and your eyes start to roll into 
the back of your head you believe you see boots standing near 
you and a voice say, “No, not poison.” Did you actually did see 
or hear that or was it the last hallucination of a dying mind? 
You’ll never know. 

THE END. 


Entry 567 

Continuing down this passageway for what feels like hours but 
is probably only a few minutes, you begin to notice the floor is 
starting to become a bit less jagged and the going is becoming 
easier. Abruptly, the passage comes to a dead end and a rusty 
iron ladder leads upward into a hole in the ceiling. Since you 
cannot go back, the only way to go is up. 

Turn to 615. 
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Entry 568 

When you examine the only non-ruined fireplace, you find that 
it has been cold for some time. Most of the ashes have even been 
scattered about. It seems there is nothing of value here. 

You can now: 

t Search the Musician’s Bandstand? Turn to 728. 

| Leave through the double doors? Turn to 644. 

| Leave through the single door? Turn to 712. 


Entry 569 

YOU REMEMBER THIS CROOKED MAN; YOU SAW HIM IN ArGAX BEFORE 
you started your own quest. You might have been in awe of him, 
for his obvious power, or you might have been afraid of him 
for his crooked form, black robe and intelligent eyes. But now, 
watching him scuttle along these tunnels, like a hairless black 
spider, you can find few other emotions for him other than pity. 
He scurries into a side tunnel while gobbling down the food you 
gave him. “Here, here, here!” He shrieks and for a moment you 
are afraid someone will find you, but he comes and grabs your 
arm like a child who wants to show his mother something. “Hee- 
heehee!” He cackles. “What yooooou like? Shiny Silver. Shiny, 
will us buy mmmmmmuch when I return toooooo...” He trials 
off, like he forgot what he was saying in mid-sentence. 

On the table in front of you are the following items... 

Leather Pauldron: When the pauldron is worn it Adds 5 Hit 
Points to your maximum. These points cannot be healed and 
once used up the pauldron is destroyed and must be discard¬ 
ed. Cost - 6 silver pieces. 

Wooden Shield: Adds 4 Hit Points to your maximum. These 
points cannot be healed and once used up the shield is de¬ 
stroyed and must be discarded. Cost - 4 silver pieces. 

Fire Bomb: Instead of a normal combat attack with your weap¬ 
on, instead you can throw this at an enemy. Make an attack 
roll as normal, if you hit your target, mark off 8 Hit Points 
of damage. Do NOT remove any Hit Points for your targets 
ARM score since the fire is so hot, it will burn the target 
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through any armor. If you miss your target, mark off 4 Hit 
Points from your target, ignoring any armor. But you will 
have to mark off 4 Hit Points from your total as well, since 
you are within range of the blast. (If you have ‘Elemental Re¬ 
sistance’ written on your sheet, you only have to mark off 2 
Hit Points of damage). Cost - 8 silver pieces. 

6 arrows: Each arrow will cost 1 silver. 

A roll of 6 bandages: Each bandage will cost 1 silver. 

After you make your purchases, turn to 758. 


Entry 570 

Removing the book with the infinity symbol etched into its 
cover from your backpack, you hold it towards the portrait. The 
moment it touches the painting, it is absorbed by the painting 
and becomes part of it! You are unsure if the lordly figure always 
had that look of respect upon his face but you feel your mind 
fill with enlightenment and you are granted peace of mind. Your 
maximum Hit Points now increase by 2. Be sure to note this on 
your Character Sheet. 

With your new sense of resolve, you decide to move on. 

| TO HEAD DOWN THE STAIRS, TURN TO 712. 

| If instead, you head out through the door? Turn to 
551. 
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Entry 571 

The closer you get to the strange barrel the colder you 
feel, so cold your exposed skin begins to sting. Breathing in this 
cold air even makes your throat and lungs hurt. As you get with¬ 
in striking range, you also notice a quiet murmur or hum coming 
from the thing, as if it is busy in some kind of chant. The mo¬ 
ment you realize this, numerous legs sprout from its sides! The 
legs wriggle wildly as it topples over onto its side, making it look 
like a tailless scorpion, with a single eye of solid blue. As it shifts 
and scurries to face you, it continues spouting its endless stream 
of frost. 

Do you have “Elemental Resistance ” Written on your character 
sheet? If so, before you fight this combat, turn to 655. 

If not, you must fight the creature, 


Living Barrel 



AY: 1 AC: 2 

DMG: 5 

Hit Points: 6 


If you win, turn to 7 69. 
If you lose, turn to 688. 
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Entry 572 

Taking a closer look at the knives you see they are too small 

to actually hurt someone. You would be in big trouble if you 
had to defend yourself with a knife such as this, so you decide 
to leave them. 

Will you now: 

| Investigate the containers? Turn to 784. 

| Look at the saw? Turn to 698. 

| Investigate the old skull? Turn to 773. 
t Search the box under the table? Turn to 744. 

If you are done searching the workbench you can now go else¬ 
where. 

| Investigate the beds? Turn to 735. 
t Search the shelves? Turn to 762. 

Or you can leave. 

| Will you leave through the grey-blue curtain on the 
left? Turn to 790. 

| Or head out the grey-green curtain on the right? Turn 
to 564. 


364 


Benny 












Entry 5?3 

Tears begin to well up in your eyes as you feel yourself being 

pulled into the swirling vortex of the painting. Even though you 
are sure you are still standing in that entryway in the castle, you 
are also certain you can feel yourself submerged deep within the 
lake in the painting. You feel the coolness of the water on your 
face and your clothes stick to you as the water constantly swirls 
around you. Minute after minute goes by and so you discover no 
matter how hard you try, you cannot breathe! You are drowning 
on dry land! (Mark off 2 Hit Points). 

If your Hit Points total reaches zero, you have drowned and 
your body will be discovered in the entry way of the castle, a 
trickle of water still leaking from your nose and mouth. 

If you are still alive, you can try to wrestle yourself free of 
whatever is holding you in this painting. Turn to 632. 

If you keep staring into the painting, turn to 651. 

Entry 574 

Standing in front of the single door in this straight corridor 
you see it the door has warped a bit and you can see slivers of 
dim light moving around in-between the planks of wood and the 
metal bandings that hold them together. There is also an earthy 
smell coming from the door. 

Do you open the door? Turn to 717. 

Would you rather continue down the corridor to the left? Turn 
to 790. 


Would you rather continue down the corridor to the right? 
Turn to 610. 
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Entry 575 

This door is solid iron with iron bands holding it in place. You 
try to push it open but it moves only a little. Small flecks of rust 
tumble to the floor. The door is not locked you cannot budge it 
much further. Not wanting to give in, you lower your shoulder 
and throw your weight against the door, forcing it to finally give 
way. 

The light you carry spills into the room. There are two stur¬ 
dy beds here along with two trunks overturned in the center of 
the floor. As you walk further into the room, you notice a large 
metal bar leaning against the wall, as well as two sturdy-looking 
metal brackets on either side of the doorframe. Spotting this 
makes you realize that it has been a long time since you have 
had a proper rest. While dark and gloomy this seems like a safe 
area to rest and eat. 

Will you bar the door, dowse your light, and try to get some 
sleep for a few hours? Turn to 529. 

If you would rather not sleep in such a strange and dangerous 
place, you can either: 

| Head across the hall to the other room? Turn to 631. 

| Continue up the main corridor? Turn to 567. 


Entry 576 


Pick a Radom Number. 


If you have the skills Perception or Hunting, add 2 to the num¬ 
ber. But if you have High Dexterity or High Wisdom, add 2 to 
the number. 

| If the number was 2-5, turn to 679. 

| If the number was 6-12, turn to 601. 
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Entry 577 

YOU ARE TAKEN COMPLETELY BY SURPRISE SO YOU CANNOT DODGE THE 
spear. It lodges itself solidly into your shoulder and you let out a 
scream of pain (Mark off 2 Hit Points). The door flies open and 
you are stare wide-eyed at three human beings! They are dressed 
in dirty, rusty chain mail armor. The one who stabbed you wears 
an open faced metal helmet and through his grin you can see 
he is missing two teeth. “So ye finally made it here! Wondering 
when ye’d make it, since the Lord told us ye were coinin’, but 
this is as far as ye goes!” 

You must fight all three of them at once. 


Three Guards 



AV: 2 Armor: 2 

DMG: 3 

Hit Points: 10 


If you win, turn to 605. 
If you lose, turn to 688. 


Entry 578 

The table in the center of the room is blotched with a sticky 
glue-like substance and marred with a few fairly large gouge 
marks that must have been made by a large knife or even a 
sword. Searching it as much as you can, you can determine noth¬ 
ing else about it. 

You can now: 

| Rummage through the smashed bed frames. Turn to 518. 
t Search the few intact foot lockers, Turn to 622. 

If you leave, will you: 

| Head out through the archway? Turn to 563. 

| Enter the door leading to the tower? Turn to 675. 
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Entry 579 

Facing the single door in this straight corridor you see that 
the door is slightly warped. Slivers of dim light are visible 
through the gaps between the planks, and something on the 
other side of the door is moving around. An earthy smell comes 
from whatever is beyond the door. 

Would you rather continue down the corridor to the left? Turn 
to 790. 


Would you rather continue down the corridor to the right? 
Turn to 610. 


Entry 580 

This appears to have been some kind of training room. It is a 
long room with a single bench on each of the shorter walls. The 
long sides of the room are lined with racks for shields and weap¬ 
ons but all are empty. One of the shorter sides of the room is 
curved; it must lead to one of the keep’s round towers. 

There is another exit on the same wall you entered, far to your 
left, and a third exit to your right on the curved wall. Broken 
weapons and shields are strewn across the floor; none look at all 
usable. 

Do you search the room? Turn to 761. 

Facing the long wall with the two doors, do you leave through 
the left door? Turn to 56j. 

Facing the long wall with the two doors, do you leave through 
the right door? Turn to 607. 

Do you leave through the door on the circular wall? Turn to 

6U. 
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Entry 581 

The cloak is cut and torn but still in decent condition, as if 
worn while running through a patch of briars. Strangely missing 
is the silver skull brooch that was seen on the rest of the green- 
cloaked figures here. You pull back the hood to reveal the plain 
face of a girl in her late teens. Her eyes are open, favoring you 
with the blank stare of death. Traces of blood fleck her lips and 
her mouth is slightly open. There is a large dried blood stain on 
her left shoulder and when you poke the fabric, you can see she 
was slashed with some kind of weapon. There are slight ligature 
marks on her wrists as though she had been bound with mana¬ 
cles on or rope. 

Will you now: 

| Investigate the dais where the thrones stood? Turn to 
689. 

t Search the intact fireplace? Turn to 786. 

| Leave through the double doors? Turn to 700. 

| Leave by the single door? Turn to 634. 


Entry 582 

In the center of this prison cell is a smashed urn. Its contents 
of ashes are now spilt across the floor. For a split instant, you 
think you see the ash swirl around a bit in a non-existent breeze. 
You inspect the ash to make sure that it hides nothing inside of 
it, but your search conies up with nothing. Feeling a bit uneasy, 
you decide to leave. 

Turn to 601. 
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Entry 583 

“My real name has been lost along with my youth.” The bro- 
ken man says to you, his voice as fractured and unstable as the 
cot he lays upon. You may call me ‘The Skull Lord’ if you wish, 
since that is what I now am.” His voice chokes a bit and he adds, 
“A moniker my captors made sure I will never forget. A mock¬ 
ery of what I was.” After a moment, he adds, “It was a symbol 
that all who followed me once wore in the form of a silver cloak 
brooch.” 

How many Skull Brooches have you found in your travels? 
t 1 to 5? Turn to 736. 

t 6 to 7? Turn to 526. 
t 8-10? Turn to 603. 

Entry 584 

Forcing your fingertips into the some of the cracks in the 
stone, you yelp in pain as it feels like your fingers are getting 
twisted off. Seconds go by as you dangle there but eventually 
you manage to regain your handhold. It is only then you hear 
the splash of the stone in the lake below. Pulling yourself back 
up into the hole, and you brace your feet to inspect your fingers. 
They are a bit bruised but thankfully not broken. Only then do 
you remember what caused all this trouble in the first place, the 
metal object wedged in the mortar. You glance about; uncertain 
that is was not knocked loose into the lake along with the stone 
that came loose. With a sigh of relief you spy it and as you pull 
it from its location, you see that it is an iron key with an ‘70’ 
carved into the side of it. Quickly you scramble like a spider up 
the stonework, unsure if any more stones will decide to come to 
loose. Standing for a moment and trying to shake the numbness 
from your limbs, you head back to the main chamber. 

Turn to 712. 
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Entry 585 

He invites you to sit. As you sink into the lush chair, never in 
your wildest dreams you thought you would find such luxury in 
a ruined castle that is supposedly abandoned. As you feel your 
muscles relax in the lavish surroundings, your host drinks the 
remains of a nearby glass, sets his book on a nearby end table. 
He gazes at you for a moment with an unreadable expression on 
his face, while resting his elbows on the armrests of his comfort¬ 
able chair and folds his hands in front of his chin, index fingers 
of both hands pressed straight up against his lips. He sits at 
you for a moment in silence and then speaks. “It is truly rare 
to entertain guests so far from civilization, especially when one 
takes a fair amount of precaution to be left alone.” His left finger 
makes a slight spinning motion to indicate his environment to 
punctuate his point. “Since I am interrupting my very important 
research to entertain you, the least you can do is tell me why 
you are here”. 

What do you tell him? 

| If you tell him you have come to unravel the mysteries 
OF THE CASTLE? TURN TO 509. 

t If instead you tell him that your goal is defeating the 

VILE CREATURES RESIDING WITHIN THE CASTLE TO MAKE THE 
SURROUNDING LANDS SAFE. TURN TO 674. 

t Would you rather tell him that you are here to try 
AND GRAB AS MUCH TREASURE AS YOU CAN? TURN TO 742. 
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Entry 586 

YOU ENTER THE ROOM WITH THE INTACT IRON DOOR, YOUR LIGHT BAN- 
ishing the darkness. There are two sturdy beds here along with 
two trunks overturned in the center of the floor. As you walk fur¬ 
ther into the room, you notice a large metal bar leaning against 
the wall, as well as two sturdy looking metal brackets on either 
side of the doorframe. 

Sliding the sturdy iron bar into the brackets, you decide this 
windowless place is safe and nothing will get through this door. 
You settle down to sleep for a few hours. 

Turn to 529. 


Entry 587 

The bodies of the two guards you slew still lie where you 
left them, but all of the items you left in this room are strangely 
gone now. In addition, there is a single faint, single bloody foot¬ 
print on the stairs going up. 

Will you: 

| Use the grindstone? Turn to 772. 

| Head up the stairs after whoever left the bloody foot¬ 
print? Turn to 675. 

| Going out the single door into the diagonal corridor? 
Turn to 607. 
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Entry 588 

Weapon in hand, you maneuver yourself so you are directly 
behind the figure in the chair. Moving quieter than a whisper, 
you are just over an arm’s length away from your target when 
a voice emanates from somewhere in the room, almost as if the 
room itself was speaking. “Master, your guest has arrived.” You 
freeze, weapon poised to strike. Was the voice talking about 
you? How did it know where you were? While you are still de¬ 
bating if you were spotted or not, the robed man in the chair 
speaks, not glancing at you or even looking up from the book he 
is intently pouring through. Sighing heavily, turns his head just 
enough to make it clear he is addressing you. “Will you please 
sit? We have much to discuss.” 

Will you shake his hand and sit in the chair next to him? Turn 
to 628. 


Will you attack him? Turn to 620. 
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Entry 589 _ 

As SOON AS YOU ENTER THIS ROOM, YOU SMELL THE FAMILIAR AROMA 
of fresh baked bread. You realize you are in the upper kitchens. 
It is well stocked with supplies and on the central table is a 
single loaf of bread. The table, the counters, the fireplaces, and 
cupboards along the walls all are very well crafted but still show 
some signs of damage, a reminder of how long the castle has 
been abandoned. 

Directly across from the door in the central tower that you 
entered from is another tower wall, with a single door resting in 
the center of it. 

A large knife is stuck tip down into a cutting board on one of 
the counters; the knife still looks to be in good condition. The 
two fireplaces are cold. 

If you take the loaf of bread, it will count as a single Ration. 

Do you now: 

| Investigate the cupboards? Turn to 767. 

t Search the fireplaces? Turn to 710. 

| Attempt to take the knife? Turn to 714. 

If you would like to leave, you can: 

| Try the door in the curved outer tower wall? Turn to 
788. 

| Leave the way you entered, back into the central tow¬ 
er? Turn to 700. 
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Entry 590 

When you enter the servants’ quarters for the second time, 

the body of the four-armed thing is still there. A fair sized rat 
is gnawing on its right leg. The rat looks up when you enter the 
room, then scurries away into a crack in the wall. The rest of the 
room remains unchanged from the destroyed beds to the over¬ 
turned table, to the pile of footlockers. The only sound is your 
own rhythmic breathing. 

Will you: 

| Rummage through the smashed bed frames? Turn to 518. 
| Inspect the central table? Turn to 578. 
t Search the few intact foot lockers? Turn to 622. 

| Head out through the archway? Turn to 563. 

| Enter the door leading to the tower? Turn to 675. 

Entry 591 

Enraged, you smash your weapon down upon the painting and 
the easel. They are soon destroyed, and you kick the shreds 
of canvas across the floor. As if taunting you, the sole tatter 
of canvas that is recognizable contains one of your eyes and 
your screaming mouth. You make eye contact with yourself and 
whether it is sorrow or anger or something else, you feel com¬ 
pelled to snatch the bit of canvas off of the floor and promptly 
tear it to shreds. You decide to move onward. 

Do you: 

| Look at the paintings along the walls? Turn to 737. 

| Take a closer look at the chest? Turn to 696. 

| Head back into the main room? Return to 565. 
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Entry 592 

The large stone fireplace shows signs of recent use. There is 
a mostly-burnt log laying here, still smoldering slightly. The fire¬ 
place is large enough that you only have to crouch a bit to look 
inside it. Looking around however, you find little of interest here. 

Instead will you: 

t Search the cupboard? Turn to 671. 

| Look at the alchemy equipment? Turn to 747. 

| Investigate the fireplace with the kettle? Turn to 553. 
| Leave through the door to the tower? Turn to 636. 

| Leave through the archway to the hall? Turn to 563. 


Entry 593 

His face quickly changes from its friendly exterior into one of 
disappointment. “You country bumpkin! This is something be¬ 
yond your feeble mind can understand! There are forces at work 
here that could possibly unravel the fabric of reality and you 
only care about some shiny bauble like a passing bird gathers 
shiny stones! As much as I dislike brawling like a common thug, 
there is too much at stake here you villain!” 

Before he even finishes speaking you feel something heavy slam 
into your back. As you look around to see what struck you, you 
are startled to see the chair standing there! It moves along its 
four legs like a crab, crouching and sidesteps a few moments un¬ 
til it lunges to attack you again! 


Animated Chair 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 8 


If you win, turn to 599. 
If you lose, turn to 688. 
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Entry 594 

Avoiding the cracked head of a halberd sticking out of a pile 
of stones that must have fallen from the ceiling, you begin your 
search. These broken, splintered foot lockers look as if they were 
destroyed ages ago. They are covered not only with dirt that you 
suspect lightly drifts down occasionally from the ceiling, but also 
layered with months or maybe even years’ worth of dust. You 
spend a minute or two rooting around through the wreckage but 
find nothing worth taking. 

Would you now like to: 

| Look at the beds that are still intact? Turn to 513. 

| Will you now search the ruined beds? Turn to 732. 

| Deciding there is nothing here, you can leave by turn 
to 790. 

Entry 595 

The door that leads under the stairs is shut and wedged 
closed with a long brass horn, like a heraldic trumpet. Look¬ 
ing at the scratches in the floor, you surmise that whatever is 
trapped in there is angry, and was only locked in somewhat re¬ 
cently. 

Open the door? Turn to 15A. 

If you would rather leave the door alone, you can instead: 

t Investigate the destroyed instrument cases? Turn to 
656. 

| Leave the room by the door in the circular wall? Turn 
to 635. 

| Head up the stairs? Turn to 756. 

| Go DOWN THE STAIRS? TURN TO 614. 
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Entry 596 

Heading though the now open door, you pass a clump of gears 
that must have been used to open and close this door. You are 
not an expert on such devices, but even you can tell that these 
gears were cleaned and oiled recently and the only real dust you 
see is what was knocked loose by the latest opening of the door. 

The room beyond the hidden door appears to have once been 
some type of guard room. There is an old wooden table here 
that still has a few playing cards on it as well as an old, empty 
bottle, now lying on its side. Four chairs are placed around the 
table, but one of them is over turned and now on its back. Di¬ 
rectly across from the door you entered, is another passageway. 
Its dark depths are ominous and make you think of looking 
down the throat of some terrible hungry beast. 

Do you head back out of this room, and back to the three-way 
intersection? Turn to 790. 

Would you like to investigate the table and its contents ? Turn 
to 755. 


If you would like to head down the dark hallway, turn to 726. 

Entry 597 

Not entirely sure you know what you are doing, you double 
check the vial to make sure it is wiped clean of all the entrails. 
When you have run out of reasons for delay, you take a deep 
breath, remove the cork and drink the slightly syrupy potion 
in two gulps. For a few brief seconds your skin burns as though 
you’ve been set on fire and simultaneously hit by the cool water 
of a vast dark wave. For a moment you wobble on your feet, 
thinking you might fall over, but once the vertigo passes there is 
nothing else of interest here. You choose to move on. 

Note on your character sheet from now until the end of this 
book, you will have “Elemental Resistance” against any earth, 
air, fire or water attack against you. 

Now TURN TO 706. 
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Entry 598 

You SIT IN THE DARK, HEARING THE TERRIFYING SCRATCHING AT THE 
door. It is slow and deliberate, and grinds slowly over the metal 
of the door. This lasts for countless minutes, then the sound sud¬ 
denly stops, and then you can hear — and feel — some massive 
bulk shambling away. All is quiet again, for so long that your 
heart rate finally slows down. For a brief moment, you consider 
trying to fall back asleep. “It’s always soooo easy to drift off to 
dreamland after some nameless thing almost breaks in your door 
and devours you in your sleep,” you muse to yourself as you 
climb out of bed, feeling a little better after getting a few hours’ 
sleep anyway. 

You ignite your light source, which seems to be having as dif¬ 
ficult a time waking up as you are. Standing and stretching you 
gather your things, and get ready to move on. You slowly open 
the door and see the some deep, fresh scratches in the metal and 
the metal shavings lying on ground nearby. 

With weapon and light, source in hand, you continue down the 
main corridor. 

Turn to 64 6. 


Entry 599 

Pieces of the chair still flop around on the floor, like legs 
removed from a spider. But it is in so many pieces now there is 
no more harm it can do to you. 


The Benefactor 



AV: 2 Armor: 1 

DMG: 3 

Hit Points: 8 


As you fight this combat, you will do damage was normal, but 
must additionally Pick a Random Number for each round of 
combat, then consult the chart below for the results. For exam¬ 
ple: After fighting the normal round of combat, you pick an ad¬ 
ditional Random Number and roll a 6. Checking the chart below 
you see the Benefactor splits himself in two and gains +2 to his 
AV. You must do this every round of combat until either you or 
the Benefactor is defeated. 


379 


Benny 






2-4: The Benefactor becomes translucent and will take no 
damage the next combat round. 

5 -7: The Benefactor splits himself in two! He gains +2 to his 
Attack Value until he has taken 3 Hit Points of damage, at 
that time the duplicate disappears. 

8 - 10: The Benefactor sprinkles himself with some dust, and 
for the next round any damage you do to him will actually 
heal him instead. 

11 -12: The Benefactor flings a vial of acid at you! If you have 
armor on the acid quickly eats it away (lose 1 point of ARM). 
If you have no armor on (and ARM score of 0) instead it will 
burn into your skin and you must deduct 2 Hit Points. 

If you are reduced to 0 Hit Points, turn to 666. 

If you defeat the Benefactor, turn to 709. 

Entry 6oo 

In the gloom on the bottom floor of the central tower you 
see a bit of debris scattered across the floor; broken glass, a bro¬ 
ken wooden plank... things discarded here over the ages of time 
the old castle has stood. A staircase is set into the wall of the 
tower, heading upwards. There are also two passages leading out 
of the room, set almost exactly opposite each other. Both are 
dark and the only real difference between them is that one looks 
a little more frequently used than the other one. 

Do you: 

| Climb the stairs in the central tower? Turn to 644. 

| Head down the less-well-travelled dark passage? Turn 
to 708. 

| Head down the more heavily used dark passage? Turn to 
508. 
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Entry 601 

At the bottom of the stairs, the passage takes another 90 de- 
gree turn to the right, and it opens into a small chamber. The 
air here is musty and everything is still as the grave. It is a 
square chamber about 35 to 40 feet long and wide with a door¬ 
way in the center of each wall. You know one of these passages 
leads to the stairway going up. The other three are a mystery. 
In each of the passageways, just at the edge of your light, you 
can see vague outlines of a solid looking doors, each with a sin¬ 
gle barred window about face height. From that you can only 
assume you have found the castle dungeons. 

Do you... 

| SEARCH THE PASSAGEWAY TO YOUR LEFT? TURN TO 533. 

| SEARCH THE PASSAGEWAY STRAIGHT AHEAD? TURN TO 633. 

| SEARCH THE PASSAGEWAY TO YOUR RIGHT? TURN TO 733. 

If you would rather head back up the stairs to the guard room, 
turn to 596. 


Entry 602 

There is heavy tarnish on the mirror but you can still see 
your reflection relatively clearly. You look about as good as you 
could expect after wandering about in an old castle, fighting 
monsters, and sleeping on an old cot underground. “I hope this 
quest will be worth it, my friend.” You say to your reflection 
while running your hand through your hair to try and convince 
it to stick up less. After a few minutes you realize there’s noth¬ 
ing you can do about it, and with a sigh you decide to head 
through the curtains and move on. 

Turn to 565. 
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Entry 603 

“They’re all dead,” he whispers. Looking upon the prisoner 
you only know as “The Skull Lord,” you see a man who was 
already broken in ways you cannot begin to imagine, lose the 
last thread of hope he was clinging to. “Why? Why did this hap¬ 
pen?” he spits through gritted teeth, trying to desperately hold 
back the tears but failing. After a few seconds of this, he chokes 
back his resentment and turns his head to gaze up at you, this 
time you can see his red streaked eyes through the deer skull 
that is as dead as the man underneath . “You. I am not sure 
what your intentions are, nor do I care at this point.” He paus¬ 
es to cough a bit and then continues. “Since you have brought 
rne the news of my teammates... my friends, I will let you know 
where to find our supplies if this accursed place does not claim 
you as well. We buried them and foolishly assumed we would 
return to claim them after investigating this place.” He pauses 
for a moment and you are unsure if he is debating whether he 
should tell you, or if the memories of his failure are just weighing 
that much upon him. “Dig at the base of the odd shaped rock 
outside of the castle. That is where you will find our supplies. 
Now leave me be. I have no desire for freedom. Just the memo¬ 
ries of my friends.” 

With that he rolls over and faces the wall and will not speak 
to you again. 

In the next book, if you ever leave the castle and roam the area 
around it, you can dig at the base of any odd rock formation by 
subtracting 50 from any entry with the phrase ‘Odd rock forma¬ 
tion.” 

You return to the main area of the dungeon. 

Turn to 601. 
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Entry 604 

YOU APPROACH ONE OF THE PILES AND PICK UP ONE OF THE MANY 
glowing insects that are crawling across it. It’s not really a 
worm; its six legs flail about as it tries to win back its freedom. 
Its entire abdomen glows a bit brighter to show its anxiety. After 
determining it is just a normal glowworm you place it back on 
its dirt pile and it crawls away as quickly as it can, happy to be 
free again. 

You watch it crawl away for a moment and then start to won¬ 
der about the number of glowworms and moths. They didn’t 
get here by themselves, so who placed all these insects here, 
and why? The soft glow of the hundreds of insects is strangely 
relaxing and reminds you of chasing fireflies in your youth. You 
watch for a few moments more but after one of the moths almost 
smacks you in the face, you decide to move on. 

Do you: 

| Dig around in the loose dirt? Turn to 658. 

| Leave this place and head back out into the hallway? 

Turn to 579. 


Entry 605 

The guards now lie dead at your feet in a slowly expanding 
pool of blood. You quickly search the bodies and come up with 
3 spears and one of the guards has a mace made of cold iron 
hanging off of his belt (if you take one of these weapons, re¬ 
member you can only carry 2 weapons at A time) some dice, and 
a total of 5 coins. One of the guards has a folded piece of paper 
in his pocket with the words ‘Password for this week - Edward 
89’ scribbled on it. You promptly refold it and put it in your 
own pocket. (Make a note of this password somewhere on your 
Character sheet). There is a door on the far side of the room, 
but when You attempt to open it you find it is solidly locked, 
so the only way to leave this room is to head back out into the 
central tower. 

Turn to 687. 
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Entry 606 

Being extra careful as you climb down the uneven steps, you 
begin to feel a slight breeze brushing against your face and soon 
you understand why. The stone staircase leads down into a large 
natural cavern. Below, you can see your light reflected on a large 
pool or lake, but the only other thing your light touches besides 
the stairs is the uneven natural cavern ceiling. Taking care not 
to lean too far over the sides of the stairs, for there is nothing 
to hold onto on either side, you continue your careful descent 
and soon you realize that these stairs come down almost in the 
middle of an underground lake! You cannot see any shoreline at 
all, just inky black water in all directions. 

Occasionally, a stark white fish swims through the water near 
enough for you to see it. You audibly gasp when you see what 
monstrosities they are. They’re not huge — the longest you have 
seen isn’t even the length of your forearm - but they are hideously 
deformed! Some of the fish have up to six eyes in various locations 
ah over their bodies, others have no eyes at all, while the most 
horrific have the eyes of human beings which look up out of the 
water at you and you cannot help but think they are looking at 
your with a sort of sadness or even envy. A few even have hu¬ 
man-like or animal like appendages jutting out of their bodies 
at obscene angles. Yet others still have such oddly located fins 
that when they move through the water you could hardly call it 
swimming. It is more like they are writhing in pain and with their 
mouths open they look like they are constantly screaming, though 
no sound can be heard from their underwater domain. 

Standing on the lowest step before entering the water with no 
shoreline in sight, just inky water in all directions, you suddenly 
notice something that most of the dripping water sounds are to 
your right, while hardly any come from your left. 

Taking note of this, you decide you must move on. 

Do you: 

| Jump in the water and swim to the left? Turn to 702. 

| Jump in the water and swim to the right? Turn to 510. 

| Decide you’ve had enough of this place and go back 
UPSTAIRS TO THE MAIN PRISON CHAMBER? TURN TO 601. 
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Entry 607 

YOU ARE STANDING IN A CORRIDOR THAT FORMS A THREE WAY INTER- 
section. The corridor makes a 90 turn and a diagonal corridor 
splits off from where it bends. With your back to the diagonal 
corridor, the corridor extends to the left and right and both go 
straight as far as you can see. Down the left hand passage, al¬ 
most immediately, is a wooden door; and the passageway contin¬ 
ues beyond it into darkness. At the edge of your light down the 
diagonal passage behind you, the faint outline of an iron door 
can be seen. 

Do you: 

| Take the passageway to the left, to the door? Turn to 
580. 

| Take the passageway to the left, past the door? Turn 
to 564. 

| Take the passageway to the right, into the darkness? 
Turn to 66 f. 

| Head down the diagonal corridor to the iron door? 
Turn to 52f. 
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(Image 608) 


Entry 608 

Crossing the tower chamber to the open door, you pull it all 
the way open and look inside. Within is a plain stone bench 
covered with a low wooden plank with a hole cut into it over a 
hole in the stone work underneath. Through the hole you can 
see down into the lake, showing this was one of the latrines. 
Strangely enough, there’s also a smear of some kind of clear jelly 
that leads from the door to the hole in the floor. Inspecting the 
direction of the smear, it looks like something came OUT of the 
latrine and made its way into the room. 

Something is in this pantry that should not be there. 

Return to 636 and choose again, remembering that you are 

NOT ALONE IN THE PANTRY. 
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Entry 608: Something is in the tower with you. 

























































































































































































Entry 609 

As YOU CONTINUE FOLLOWING THE KEEP TO YOUR RIGHT, YOU BYPASS 
a large, ruined stone structure to your left which you pass by 
to focus on the keep. You soon approach a large set of double 
doors that look like they would let you into the keep. The doors 
are thick wood with black iron bandings; the wood is heavily 
scarred, appearing to have seen many battles. 

You climb the single step up to the door and notice that it is 
slightly ajar. 

Turn to 50A. 

Entry 610 

YOU ARE STANDING AT A “T” INTERSECTION WITH YOUR BACK TO THE 
wall. Looking to your right, the passage ends after five or six 
paces at a metal door on the right hand wall that is covered in 
frost. The other branch of the “T” goes about seven paces and 
then makes a 90 degree turn to the left but instead of a closed 
door there is an open archway on the right hand wall. The bot¬ 
tom part of the “T”, extends straight ahead of you and goes 
straight as far as you can see. About seven or eight paces there 
you can see a door on the right hand side of the corridor. 

Do you: 

| Head to the frost covered door? Turn to 724. 

| Walk down the corridor to the archway and the 90 
DEGREE TURN? TURN TO 708. 

| Go DOWN THE STRAIGHT CORRIDOR TO THE DOOR ON THE 
RIGHT HAND WALL? TURN TO 574. 

| GO DOWN THE STRAIGHT CORRIDOR PAST THE DOOR? TURN TO 

790. 
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Entry 611 

Using all your strength, you jam your weapon between the 
stones of the well and the boards on top of it. Wiggling your 
weapon back and forth, you eventually work the board loose. 
The nail is longer than your hand and when it is almost all the 
way out, the using your weapon for something it was not de¬ 
signed for takes its toll and your weapon snaps in half! Cursing 
under your breath, you pick up both halves of your weapon as 
if there was some way to magically repair it. After realizing it is 
really broken you discard it in the tall grass (if you do not have 
a second weapon, subtract 2 from all of your Attack Value rolls 
until you find another weapon). 

As you’re pulling the board off the rest of the way with your 
hands, long snake-like feelers of mist creep down into the well, 
giving you the impression the mist is more curious about what’s 
down there than you are. However when you peek over the side, 
you see the reflection of water far beneath you. The sides of the 
well are coated with a thick greenish slime, which makes you 
think twice about climbing down there. 

You NOW MUST HEAD TO THE DOORS INTO THE KEEP, AS THERE IS 
NOTHING ELSE OF INTEREST HERE. TURN TO 556. 


Entry 612 

Considering all the strange crawling, slithering things you 
have seen and faced in combat, for some reason cutting open 
this huge boar makes you somewhat squeamish. Using a nearby 
knife, you slice it open and its entrails spill out onto the floor. 
The smell is horrific and you cover your nose to keep from gag¬ 
ging. You are not sure what this was supposed to accomplish 
but looking down at the pile of viscera at your feet, you see the 
stomach has burst and there is some kind of glass object inside 
it! 


Do you: 

| Investigate the glass object? Turn to 722. 

t If you would rather not be involved in such a disgusting 
ACT, RETURN TO 706. 
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Entry 613 

When you step out from the shadows of the stairs, the rat 
things immediately point their weapons at you and chitter some¬ 
thing in a language you do not understand. “I come in peace, 
mouse people,” you say, “And I bring cheese and, uh, other 
things for rodent people like, uh...” They look at you quizzical¬ 
ly and you realize they do not understand you any more than 
you understand them. After going back and forth like this for a 
minute or two, one of the rat things sighs heavily and mumbles 
something to his companion, looks around nervously and then 
takes two steps to your left. They are getting ready to attack! 

You must fight them as one enemy. 


Rat Things 




AV: 1 

Armor: 2 

DMG: 3 

Hit Points: 6 


If you win, turn to 725. 
If you lose, turn to 688. 
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Entry 614 

It appears you have reached the bottom floor of one of the 
towers. You guess this room was once used for storage, but 
whatever was here has long since been looted. The only things 
remaining are a few shelves that line the walls, a teetering stack 
of broken crates along the far wall, with a large tattered red 
banner next to it and bits of discarded junk on the floor. There 
is not much to see here, so you decide to move on. 

Leave by the door? Turn to 580. 

Head up the stairs? Turn to 712. 

If you try to search the chamber you have to step around all 
the broken junk. Roll a Random Number. If you have the skill 
of Perception, add 2 to the number. 

| If the number was 2-6, turn to 731. 

| If the number was 7-12, turn to 751. 
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(Image 615) 


Entry 615 

After climbing for a few minutes you reach a metal trapdoor. 
You press the hand holding your light source against it, thinking 
a metal door like that will be rusted shut, but when you push on 
it, the door opens quite effortlessly. The first thing you notice is 
the wave of fresh air that washes over you. You’ve been under¬ 
ground for so long you stopped noticing just how stale the air 
was. Taking a few deep breaths of the cool night air, you finish 
the climb up and survey your surroundings. Unfortunately, you 
cannot see very far. Between the late hour and the familiar mist 
that swirls around the castle, your visibility is limited to a few 
feet at best. However you can still see the faint light of the two 
moons, Mu and Luna, above you, trying their best to be seen 
through the mists. You gaze upon them for only a brief moment 
before the thick fog hides them from your sight once again. 

The trap door is set into the floor of a ruined building. The 
wooden walls that remain are only about two or three feet in 
height, marked by extensive charring. All of the wooden walls, 
the wooden floor, and even the outer side of the metal trapdoor 
all show the signs of a large fire. 

Will you search the burnt remains of the building? Turn to 
5A0. “ 

Would you rather go back down the ladder and look for a place 
to sleep until daylight? Turn to 692. 


392 


Benny 







Entry 615: Staring up at Mu and Luna from a ruined building. 
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Entry 616 

The castle is yours! But Without the Signet Ring how can 
you prove it? Eventually, the signet ring shows up, but on the 
finger of someone else. They are hailed as the rightful ruler of 
the castle and you are ousted from power. You are not that wor¬ 
ried though; you retire from the adventuring life with the wealth 
you have claimed from the castle, more than you can spend in a 
lifetime no matter how profligate you are. Life is good. After a 
few years, the town of Argax elects you Town Elder. You marry 
a good-looking neighbor and have a few kids. 

After a few years, adventurers begin heading to the castle 
again. It seems some new tenants have taken up residence there. 
But that is beyond you now; you are living a good life. None 
of the adventurers return and something nags at the back of 
your mind, but you can never quite figure out what. Eventually, 
just when you feel you are leading the village into a new age of 
prosperity, a marauding army tears through the land torching 
everything and slaughtering everyone they can. Sadly, you are 
one of those people. 

Your life ends here. 

THE END 


Entry 6l? 

Slamming into the door with all the force you can muster, 
you bounce off and are hurtled back a few steps (Subtract one 
Hit Point from the bruise you received). Rubbing your shoulder 
you realize you will not be able to force this door open and have 
to make your way back to the “T” intersection. 

Turn to 610. 
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Entry 618 

Your two attackers lie dead at your feet, their eyes staring 
blankly into space. Oddly the blood that spills from them is very 
dark red and viscous, more like oil or thick porridge than blood. 

You decapitate them just to be sure they are dead. 

You rummage through their pockets and find very little: a 
green cloak and a Skull Brooch holding the cloak in place on the 
woman, and nothing on the knight. For some reason his plate ar¬ 
mor is heavily rusted — even when you hit it in combat it started 
to fall apart. Looking down at the knight, you remember how 
friendly he was to everyone the last time you saw him in Argax. 
He kept his armor as gleaming as the sun itself and was never 
without his sword. The fact that the armor is crumbling from 
rust and his sword and shield are nowhere to be seen arouses 
your suspicions and reminds you to be cautious in the keep. 

If you take the cloak or the Skull Brooch, (add them to your 
character sheet as a Special Item). You can now move onward. 

| Do you have Perception? Turn to 511. 

| Will you walk across the courtyard to the right to 

WHAT SEEMS TO BE AN OLD WELL THAT IS NOW BOARDED UP? 

Turn to 665. 

| Will you head to your left following the gravel path 

TO THE ONE STEP LANDING AND THE DOUBLE DOORS? TURN TO 

556. 


395 


Benny 







Entry 619 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your finger, like thread through the eye of 
a needle. You shriek in pain and surprise, but it retracts almost 
instantly. You recoil, clutching your hand and inspect the damage. 
A single bead of blood appears on your fingertip and it does not 
look that bad, but you squeeze the wound anyway to attempt 
stop the bleeding. As you begin to put pressure on the wound, 
you feel yourself getting weaker and the room starts to spin. “Poi¬ 
son!” you gasp and fall to the floor twitching. As you begin to 
foam from the mouth and your eyes start to roll into the back of 
your head you believe you see boots standing near you and a voice 
say, “No, not poison.” Did you actually did see or hear that or was 
it the last hallucination of a dying mind? You’ll never know. 

THE END. 


Entry 620 

As THE MAN APPROACHES YOU, YOU DRAW YOUR WEAPON TO ATTACK! 
He just stands there and smiles as you slice into him and then 
through his body as if it was made of smoke! A voice echoes 
around the room — you are not certain whether you actually 
hear it or it is just in your mind. “You country bumpkin! I just 
wanted to be alone in my research but you had to barge in here 
like you own the place! You destroy my castle, slay my servants, 
vandalize my home and now try to murder me! You will end up 
like the rest of people who tried to disturb me you villain!” 

Before he even finishes speaking you feel something heavy slam 
into your back. As you look around to see what struck you, you 
are startled to see the chair standing there! It moves along its 
four legs like a crab, crouching and sidesteps a few moments un¬ 
til it lunges to attack you again! 


Animated Chair 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 8 


Benny 


If you win, turn to 599. 
If you lose, turn to 688. 
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Entry 621 

Holding your weapon out in front of you like a shield, you 
continue looking through the ruined building for anything of 
note. You reach the three large ovens and try to pull one open, 
to no avail. As you look away from the ovens you see a form 
standing on the opposite end of the room from you. It is ink 
black, as if there was a hole in the surrounding mist, even darker 
than the night around it. It is vaguely humanoid in shape, but 
its form constantly shifts and you are uncertain from moment to 
moment whether it has two legs, or four. There is no head but 
two large bat-like wings that extend from its shoulders. 

You ready your weapon and torch, “You wont take me you foul 
thing. I am ready to kick your ...” You never finish your sentence 
since the thing pounces on you before you can blink, knocking 
the weapon and light from your hands. By the time you realize 
what is happening you are hundreds of feet in the air in the cold 
claws of this creature. 

Your final screams are heard by no one. 

THE END 


Entry 622 

All the foot lockers in the pile appear to be standard oak 
construction with iron edges. Most of them are broken but three 
of them are still relatively intact. Of those three, only one is still 
closed. The two that are open are heavily scratched and scarred 
inside and out. 

Will you attempt to open the last foot locker? Turn to 670. 

If you do not want to take a chance on opening the foot locker, 
will you: 

| Rummage through the smashed bed frames? Turn to 518. 
| Inspect the central table? Turn to 578. 

| Head out through the archway? Turn to 563. 

| Enter the door leading to the tower? Turn to 675. 
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Entry 623 

The vase is ceramic, and finely crafted. It is glazed white with 
a design of little yellow suns along the bottom. The single flower 
in the vase is a sunflower, most of its leaves missing. The few 
that remain are curled and brittle. After you inspect the flower, 
vase and table, you determine there is nothing of interest here 
and decide to move on. 

Return to 519. 


Entry 624 

Ducking through the curtain you enter a long room with only 
one other visible exit: another curtained exit way down on the 
left side of the room on the same wall you entered. You seem 
to have found the infirmary. Eight beds are lined up on the far 
wall; some are still marked with old, dried bloodstains. The wall 
between the two curtained exits is lined with a few shelves, one 
of which appears to have come loose from its fittings and now 
rests on the floor. Its spilt contents scattered on the floor near 
it; under one of the intact shelves sits a workbench covered in 
various objects that you cannot identify in this light and at this 
distance. 

Do you: 

| Investigate the beds? Turn to 735. 

t Search the shelves? Turn to 762. 

| Walk over to the workbench? Turn to 645. 

t Or you can leave, facing the wall with the two cur¬ 
tains YOU CAN LEAVE THROUGH THE GREY-BLUE CURTAIN TO 
THE LEFT? TURN TO 790. 

| Or head out the grey-green curtain on the right? Turn 
to 564. 
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Entry 625 

The scattered wood appears to have been smashed by a single 
blow of some great axe or club. Shifting through these remains, 
you see some heavily rotted scraps of cloth. They are now just 
home for several roaches and other bugs that your disturbance 
has now sent them scattering in search of someplace safer. 

Searching a little further through the deteriorated cloth and 
splintered wood, you determine there is nothing left here to find 
so you move on. 

Turn to 565. 


Entry 626 

YOU LOOK MORE CLOSELY AT THE PAINTING, CURIOUS IF THE RESEM- 
blance to you is just a coincidence. But as you get closer you 
are certain that the portrait has to be you, it has to be! It has 
the same cheeks, the same nose, everything about it is the same, 
even the eyes. But when you examine the eyes, you notice some¬ 
thing almost imperceptible written in each pupil. The right pupil 
has the number ‘3’ painted into it in light grey paint. While the 
left pupil is an exact mirror image of it so it looks like the letter 
‘E’ painted with a similar dark grey paint. Stepping back a bit, 
you wonder whether this is even something real, or if you are 
just seeing something where there is nothing. You are uncertain, 
but you re-cover the painting since you do not like to see such a 
disturbing visage staring back at you. 

Do you now: 

t Look at the paintings along the walls? Turn to 737. 

| Take a closer look at the chest? Turn to 696. 

| Head back into the main room? Return to 565. 
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Entry 627 

As YOU MOVE DOWN THE CORRIDOR JUST A SHORT WAYS, YOU NOTICE 
that the wall to your right is slightly rounded; you are guess¬ 
ing that this corridor connects with some kind of central tower. 
There is a single door made of dark wood in this curved wall. 
The corridor also goes through an archway and then makes a 90 
degree turn to the left. 

Do you try the door into the central tower? Turn to 6if. 
Would you rather try the corridor the left? Turn to 563. 


Entry 628 


Do you have a “Signet Ring”? 
t If so, turn to 707. 

| If not, turn to 585. 

Entry 629 

YOU TRY THE DOOR HANDLE AND IT JIGGLES SLIGHTLY, SO YOU KNOW 
it is not locked, just frozen shut. You back up a few steps and 
prepare to hurtle yourself at the door. 

Pick a Random Number. If you have Athletics, add 2 to the 
number. 

| If the number you have picked is 2-5, turn to 507. 

| If the number you have picked is 6-12, turn to 789. 
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Entry 630 

A VOICE CRIES OUT IN YOUR MIND, “If YOU CAN UNLOCK THE ‘SECRET 
of the stone’ you can gain great power, but be warned! Many 
have tried to claim this prize but none have succeeded”. As if on 
command, the mouth on the altar, coughs up a solid gold bar. 

If you take the gold bar, it takes up a full slot in your back¬ 
pack. 

There is little else here of interest here and there is nothing left 
but to head back upstairs to the prison entrance. 

Turn to 596. 


Entry 631 

As YOU APPROACH THE DAMAGED DOOR, YOUR LIGHT OUTLINES A ROOM 
in the space beyond it. Stepping around the door, you notice 
large slash marks on its inside face. They run so deep that they 
are almost gouged completely through the thick metal. Within, 
the floor is littered with splinters of wood and a few metal bits 
like old bent nails and rusty springs. 

Will you search through the junk littering the floor? Turn to 
5A3. 

Do you want to search the walls, looking for hidden doors? 
Turn to 512. 


Will you leave and qo across the hall to the other door? Turn 
to 515. 


If you decide you don’t want to stay here, will you leave and 
follow the main passage? Turn to 567. 
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Entry 632 

YOU ACTUALLY HAVE TO PUT YOUR HANDS ON THE WALL AND PHYSI- 
cally push yourself away from the picture to break the hold it 
has on you. Gasping for breath as if you were drowning, you 
turn away from the picture and double over. Bracing your hands 
on your knees, you cough violently, trying to rid your throat of 
water that is not there. After a few minutes, your breathing re¬ 
turns to normal. Careful to not look back at that picture again, 
you decide it would be safest to leave this entry way and contin¬ 
ue on to the bedroom. 

Turn to 565. 


Entry 633 

The dim hallway continues off into the darkness. You can 
barely see the end of the hall in your dim light. There are two 
thick oaken doors on each side of the corridor, offset so each 
door faces a wall on the opposite side, and no door opens direct¬ 
ly across from each other. 

As you start to investigate this lonely area, you hear a sound, 
so soft you would have missed it anywhere else, but in this 
deathly quiet place even the footstep of a mouse would seem a 
lion’s roar. 

“A moan!” you think to yourself. “Someone is alive in here!” 

Would you like to investigate these prison cells for the source 

of the voice ? Turn to 796. 

Go back to the prisons central room? Turn to 601. 

Go back upstairs? Turn to 596. 
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Entry 634 

This tower room was clearly once used for storage. A few 
weapon and armor racks, now empty, occupy the center of the 
room. Barrels line the walls near the few window slits, most like¬ 
ly containers for arrows or crossbow bolts, now also long empty. 
Along with a few shelves at regular intervals, all that is left here 
are a few baubles and scatterings of random junk on the floor. 
Whatever was here once, it attracted all sorts of looters, for 
there is little left here now. 

Do you head down stairs? Turn to 675. 

Do you leave out the single door? Turn to 768. 
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Entry 635 

You PUT YOUR HAND AGAINST THE DOUBLE DOORS, AND THEY OPEN 
effortlessly and silently. Beyond them lies a large room, like a 
dining hall or a ballroom. The floor is laid in ceramic tiles of 
alternating white and black, giving the room the appearance of 
a large chess board. The walls were once covered in mosaic tiles 
but, large chunks of them have fallen out over the years, show¬ 
ing gaping holes in the design and leaving what they originally 
depicted a mystery. In opposite corners of the room are circular 
sections of walls that must belong to the towers; one of them is 
pierced by a set of finely carved double doors. In the opposite 
circular wall, there is a smallish single door, once brightly paint¬ 
ed. Now most of the paint has flaked away from age. There are 
three large fireplaces in the room, although it appears one of 
them has collapsed. 

The only other thing of note is a raised wooden platform with 
the remains of a throne, now hacked to little more than fire¬ 
wood, along one of the walls of the room. 

Will you: 

t Search the ruined mosaic tiles on the wall? Turn to 
683. 

| Investigate the wooden throne remains? Turn to 738. 

| Examine the band stand? Turn to 718. 

| Inspect the three fireplaces? Turn to 568. 

t Leave this room through the double doors? Turn to 
644. 

| Exit this room through the single door? Turn to 712. 
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Entry 636 

As YOU ENTER THIS TOWER CHAMBER, THE FIRST THING YOU NOTICE IS 
the great stone stair cases along the outer wall that lead up to 
the floor above to your right, and to the floor below you to your 
left. Mist creeps in through an arrow slit opposite from the sin¬ 
gle door in the room, sliding its seeking fingers across the floor 
to touch whatever it can. The rest of the room is empty but for 
a few barrels, boxes, crates and sacks piled about, most of them 
looking relatively new. Next to the window is a door that is 
slightly open. From what you can see, it leads to a small room 
under the stairs going up. Finally, in the curved wall of the tow¬ 
er is a single wooden door leading to the main floor of the castle. 

Do you: 

| Investigate the barrels? Turn to 561. 

| Look in one of the crates? Turn to 649. 

| Open one of the boxes? Turn to 506. 

t Cut open one of the sacks? Turn to 678. 

| Look out the window? Turn to 743. 

| Peer in the door that is slightly open? Turn to 608. 

| Check the shelves? Turn to 699. 

| Head down the stairs? Turn to 686. 

| Head up the stairs? Turn to 536. 

t Go THROUGH THE DOOR THAT LEAVES THE TOWER? TURN TO 

657. 
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Entry 637 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your huger, like thread through the eye 
of a needle. You shriek in pain and surprise, but it retracts al¬ 
most instantly. You recoil, clutching your hand and inspect the 
damage. A single bead of blood appears on your fingertip and it 
does not look that bad, but you squeeze the wound anyway to 
attempt stop the bleeding. As you begin to put pressure on the 
wound, you feel yourself getting weaker and the room starts to 
spin. “Poison!” you gasp and fall to the floor twitching. As you 
begin to foam from the mouth and your eyes start to roll into 
the back of your head you believe you see boots standing near 
you and a voice say, “No, not poison.” Did you actually did see 
or hear that or was it the last hallucination of a dying mind? 
You’ll never know. 

THE END. 


Entry 638 

Determined to fix this wobbly table, you crouch down and 
peer closely at it to see what is making the table uneven. You 
find something already jammed under the back right table leg 
to help steady it: a child’s toy, a wooden knight on a horse. It is 
dusty and appears to have been here for some time, for there is 
dried blood but no paint on it. You tell yourself the blood was 
just from the butcher’s table above, and it somehow dripped 
down and splattered the toy while it was under the table leg. 
Suddenly, you do not feel like fixing the table anymore and de¬ 
cide to search elsewhere. 

If you take the toy, it takes up one slot in your backpack. 

Turn to 706. 
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Entry 639 

There is only one armoire still intact in this room. When you 
get closer to it you can see a large amount of strange writing 
carved into it but instead of words, they are a series of almost 
random looking musical notes. Why someone descending into 
madness would carve music into an armoire is hard to imagine, 
but who knows why crazy people do what they do? Never the 
less you feel uneasy just looking at it. 

Now will you: 

| Investigate the destroyed instrument cases? Turn to 656. 

| Open the door under the stairs? Turn to 595. 

| Leave the room by the door in the circular wall? Turn 
to 635. 

| Head up the stairs? Turn to 756. 

| Go DOWN THE STAIRS? TURN TO 614. 

(Image 640) Entry 640 

As YOU CREEP CLOSER TO THE ENTRANCE, YOU STOP IN YOUR TRACKS. 
You hear two voices talking and you lean forward a bit and strain 
your ears to attempt to hear them clearly. 

“Well, what do you think?” says the first voice. It’s low and gruff 
and you cannot place the accent. 

The other voice is of the same accent, but there is strength in it. 
“Well, it is highly unlike the Benefactors to do something like this. 
Sitting in a moldering old run down pile of rock like this, no, not 
their style.” The second voice pauses and you can hear something 
that sounds like a blade being sharpened, while the sound contin¬ 
ues, the second voice speaks up again. “This is your first tour with 
them isn’t it?” After a brief pause, a slow grinding sound begins 
accompanied by a rhythmic squeaking. “Last year we had a mis¬ 
sion in the south lands of Miquatica to help them increase their 
farm lands, so some of the outer villages wouldn’t starve. The year 
before that they helped sign a limited peace treaty between the 
Tian Tang and the elves. 

The first voice quickly interrupts, “This is quite the tall tale you 
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are sp innin g! Everyone knows the elves would never sign a peace 
treaty with humans. What were you been drinking before I came 
down here and where can I get some?” This is followed by a low 
chuckle, “Sadly, I have not had any today... maybe after we are 
done here. But I kid you not, it was a limited peace treaty, and 
the Benefactors got it done.” At this time the squeaking ends and 
the grinding sound slowly stops too. 

The first voice replies again, “But that comes back to my original 
question, why are we out here in the middle of nowhere? What 
could the Benefactors want with this pile of crumbling rocks?” 
The second voice lets out a low sigh and answers “That, I cannot 
begin to guess. I asked the Benefactor why we are here, and he 
just muttered something about this being the “location we need” 
or something. Actually he said it so softly I think he was talking 
more to himself rather than me.” There is another pause and a bit 
more of the sharpening sound then the second voice speaks again. 
“I have tried to ask about why we are here, but the Benefactor 
shuts up tighter than a merchant’s pocket. I think it has some¬ 
thing to do with these Skull People that invaded the place.” 

“Yeah, these hunters from the Apuno Lands did not know we were 
here, that is for certain.” The first voice chimes in. “No match for 
us though. I do not understand why the Benefactor did not want 
to kill them. I would have! Instead he just enslaved their minds and 
left them to roam about this place.” The other voice interrupts in 
an anxious whisper, “What about that four-armed thing above us?” 

You’ve been so still your foot is beginning to fall asleep. When you 
move to ease the tingling, you slip and kick a loose bit of rock. To 
your horror, it clatters across the room. “What was that!?” The 
gruff voice exclaims. There is the sound of weapons being drawn. 

You must now fight the two guards. 


Two Guards 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 6 


Alternatively, if you know a password, you can yell it at the 
guards (Then add the number of the password to this entry. If the 
entry makes sense, you yelled the right word). 

If you win, turn to 669. 

If you lose, turn to 688. 
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Entry 641 

YOU REMEMBER THIS CROOKED MAN; YOU SAW HIM IN ArGAX BEFORE 
you started your own quest. You might have been in awe of him, 
for his obvious power, or you might have been afraid of him be¬ 
cause of his crooked form, black robe and intelligent eyes. But 
now, watching him scuttle along these tunnels, like a hairless 
black robed spider, you can find few other emotions for him oth¬ 
er than pity. He scurries into a side tunnel while gobbling down 
the food you gave him. “Here, here, here!” He shrieks and for a 
moment you are afraid someone will find you, but he comes and 
grabs your arm like a child who wants to show his mother some¬ 
thing. “Heeheehee!” He cackles. “What yooooou like? Shiny Sil¬ 
ver. Shiny, will us buy mmmmmmuch when I return toooooo....” 
He trials off, like he forgot what he was saying in mid-sentence. 

On the table in front of you are the following items... 

Leather Pauldron: When the pauldron is worn it Adds 5 Hit 
Points to your maximum. These points cannot be healed and 
once used up the pauldron is destroyed and must be discarded. 
Cost - 6 silver pieces. 

Wooden Shield: Adds 4 Hit Points to your maximum. These 
points cannot be healed and once used up the shield is destroyed 
and must be discarded. Cost - 4 silver pieces. 

Fire Bomb: Instead of a normal combat attack with your weap¬ 
on, instead you can throw this at an enemy. Make an attack 
roll as normal, if you hit your target, mark off 8 Hit Points of 
damage. Do NOT remove any Hit Points for your targets ARM 
score since the fire is so hot, it will burn the target through any 
armor. If you miss your target, mark off 4 Hit Points from your 
target, ignoring any armor. But you will have to mark off 4 Hit 
Points from your total as well, since you are within range of the 
blast. (If you have ‘Elemental Resistance’ written on your sheet, 
you only have to mark off 2 Hit Points of damage). Cost - 8 sil¬ 
ver pieces. 

6 arrows: Each arrow will cost 1 silver. 

A roll of 6 bandages: Each bandage will cost 1 silver. 

After you make your purchases, turn to 758. 
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Entry 642 

YOU PULL THE CORK OUT OF THE FLASK AND DRINK IT DOWN IN ONE 

gulp. The liquid has a strange taste, a mixture of mint and cher¬ 
ry. You stand there for a moment, wondering if anything will 
happen, but nothing does. So you gather up your stuff to get 
ready to leave, when all of a sudden your stomach starts rum¬ 
bling as if you haven’t eaten anything in a week. Then the pain 
hits you. You double over from the pain in your gut and you are 
so hungry it feels like your body is feeding on itself. You man¬ 
age just one step before you collapse from hunger. You scramble 
around on the floor, trying to shovel every scrap of food you 
have into your mouth, but it does not help. Within minutes, the 
strange poison causes you starve to death. 

THE END. 


Entry 643 

As SOON AS YOU SAY “YES.” TO THE STRANGE PERSON, THEY BECOME 
completely still. The roar stops and the mist ceases pouring out 
of it. Nothing else you do evokes any reaction at all. Did you put 
it to sleep? You are unsure what you did, but you think without 
this creature belching out mist any more, in a few days, all this 
mist will be gone and visibility around the castle will return to 
normal again. 

Make a note on your Character Sheet “Mist Gone” and 
THEN CLIMB DOWN THE LADDER TO 687. 
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Entry 644 

As YOU ENTER THE CENTRAL TOWER, YOU SEE GLASS FRAGMENTS SCAT- 
tered across the floor. They are spread all over the chamber as if 
they were dropped from a great height. A few hooks are evenly 
spaced around the walls, showing there must have been some 
kind of tapestries or banners that once hung here, but they are 
all missing now. A stone stairs heads up to the next floor and 
another staircase heads down to the floor below. A finely carved 
door of dark wood is set into the wall of the tower, and directly 
opposite this door is a set of double doors equally finely carved 
but made of a light-colored wood. An arrow slit in the outside 
wall admits thin billows of mist to enter the tower as well as the 
glow of daylight. 

Do you: 

t Search the glass scattered about the floor of the tow¬ 
er? Turn to 502. 

| Open the single dark wood door? Turn to 563. 

| Open the double pale-colored doors? Turn to 635. 

| Climb the stairs? Turn to 700. 

| Descend the stairs? Turn to 600. 
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Entry 645 

Approaching the workbench you see a shattered wooden mor- 
tar and pestle lies on the stone floor nearby, as well as a few pot¬ 
tery containers. Flasks and vials line the back of the workbench 
along the wall, though whatever was in them has long since 
dried to sticky stains in the bottoms of the containers. A rusty 
serrated saw lies on the left side of the bench and an old skull 
with a few markings on it lies on the right. In the center of the 
workbench is a large dark stain with a few small knives stuck 
tip-down into the wood. Underneath the table is a wooden box 
filled with wood shavings. 

Will you: 

| Investigate the containers? Turn to 784. 
t Look at the saw? Turn to 698. 

| Investigate the old skull? Turn to 773. 

| Look at the stain and the knives? Turn to 572. 
t Search the box under the table? Turn to 744. 

If you are done searching the workbench you can now go else¬ 
where. Will you: 

| Investigate the beds? Turn to 735. 
t Search the shelves? Turn to 762. 

Or you can leave. Facing the wall with the two curtains, will 
you leave through the curtain on the left? Turn to 190. 

Or the one on the right? Turn to 56f. 
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Entry 646 

Continuing down this passageway for what feels like hours but 
is probably only ten minutes, you begin to notice the floor is 
starting to become a bit less jagged and the going is becoming 
easier. Shortly after realizing this, the passage comes to a dead 
end and a rusty iron ladder leads upward into a hole in the ceil¬ 
ing. Since you cannot go back, the only way to go is up. 

Turn to 532. 


Entry 647 

Suddenly, the Benefactor steps backwards, as if someone 
struck him a physical blow. His eyes are locked upon the locket 
you wear around your neck. “Wh-where did you get that” he 
stammers, eyes fixated on the object around your neck like a 
mongoose staring at a cobra. Before you can answer, he quickly 
adds, “May I have it? Please?” His voice wavers and cracks a 
little during his request. 

Do you give him the locket? Turn to 793. 

Do you refuse? Turn to 593. 

Entry 648 

YOU SEARCH THE WOODEN BARRELS IN THE CELLAR. ONE CONTAINS 
apples that look fairly fresh, another contains lemons, also look¬ 
ing fairly fresh, and the last barrel is empty but has a fruit smell 
to it. Fruit flies dart this way and that inside of it. Take enough 
for one Ration of food. 

You can now: 

| Investigate the shelves? Turn to 546. 

| Head up the stairs? Turn to 701. 

| Try to open the frost covered door? Turn to 695. 
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Entry 649 

The crates here are quite large, and some are almost up to 
your waist. When you inspect them you hud that all of them 
have been opened and whatever was in them was removed. The 
only odd thing you note is that the inside of the boxes are moist, 
almost as if the boxes held water, which they obviously couldn’t 
have. Not finding anything else of interest, you leave this mys¬ 
tery and look elsewhere. 

Turn to 636 and choose a different path. 


Entry 650 

The archway leading into the wardrobe is well decorated. 
There are a few hooks and hangers still attached to the wall but 
what clothes were there have now mostly rotted away or have 
become meals for moths. 

Pick a Random Number. If you have the skills Perception or 
Hunting add 2 to the number. If you received a hint about this 
area, add 3 to your roll. 

| If the number you picked was 2—4, turn to 745. 

| If the number you picked was 5—12, turn to 777. 
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Entry 651 

Tears begin to well up in your eyes as you feel yourself being 
pulled into the swirling vortex of the painting. Dizziness starts 
to overcome you but just when you feel yourself starting to pass 
out, it stops. You are again looking at the painting of the lake, 
but this time you see your reflection in the water. You reach out 
and touch the paint, to make sure it is real, and sure enough, the 
paint that makes up your reflection is just as dry and cracked as 
the rest of the painting. 

As you study the painting to see if anything else has changed, 
you now notice a small brass plaque affixed to the top of the 
golden frame. That just reads “161”. Was that plaque there be¬ 
fore? With your head still spinning you cannot be certain. 

You are left pondering what your reflection in the painting and 
the plaque could mean, but your legs are still shaky and your 
head still feels as if the floor is moving so you decide to move on. 

Return to 519. 


Entry 652 

The rack on the wall, has space for at least twenty cutting 
and carving implements, although all but three are empty now. 
An usually large knife, a normal sized knife, and a cleaver re¬ 
main on the wall and by the look of them, they are all in poor 
condition. The large knife has deep gouges in it, as if someone 
used it to try to cut rocks or metal, so the blade is completely 
ruined. The other two just look very dull, as though they ha¬ 
ven’t been sharpened in so long they couldn’t slice a piece of 
damp paper. There is a light layer of frost on the metal rack and 
utensils but not on the stone wall itself. You make a note of this, 
but the knives are worthless, and not finding anything else of 
interest here you move on. 

Turn to 706. 
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Entry 653 

The corridor here is very similar in style to the corridor on 
the other side of the door. The same reddish brick lines the 
floor and makes up the walls, but it seems to be more intact 
here. There are also traces of mortar here, which were strange¬ 
ly absent in the earlier corridor. After creeping along for a few 
minutes, the passage you are in sprouts two side passages, one 
on each side, each only about 6 feet wide. The main passage con¬ 
tinues onward straight ahead. Both of the new branches end in 
a metal door. However, the left-hand door looks rusty but fully 
intact, while the right-hand door is lying against the wall as if 
something burst out of the room. It is almost completely torn of 
the hinges, allowing just enough space to get by into the space 
beyond. 

Do you: 

| Investigate the solid looking door to the left? Turn to 
575. 

t Head down the passage with the damaged door to the 
right? Turn to 631. 

t Continue down the main passageway? Turn to 567. 

Entry 654 


Pick a Random Number (if you have Stealth, add 2 to the num¬ 
ber). 

| If the number was 2-5, turn to 713. 

| If the number was 6-12, turn to 640. 
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Entry 655 

The potion you drank enables you to fight off the effects of 
the bitter cold the barrel thing spews out at you. When you take 
any damage in this combat, divide it in half, rounding down. 

You must now fight the creature. 


Living Barrel 



AV: 1 Armor: 2 

DMG: 5 

Hit Points: 6 


If you win, turn to 769. 

If you lose, turn to 688. 

Entry 656 

There are the corpses of many different instruments here; 
discarded drums, mashed mandolins, hurt horns, and violated 
violins. Most of what you have seen in this castle has been de¬ 
stroyed, but someone must really not like music, for everything 
here is not just destroyed, but it looks like someone crushed 
these instruments beyond just vandalism. 

As you search through the carnage, you do not find any clue to 
who or why. 

Return to 712. 
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Entry 657 

This room was clearly some kind of kitchen. There are two 
fireplaces, both with spits, a large black kettle still hangs from 
one of them. A large preparation table is in the middle of the 
room and a row of pots hangs from one of the walls. Nearby is 
a cupboard with its doors open, revealing stacks of plates, and 
a few utensils on racks on the doors. Seemingly out of place, 
on one of the tables up against the wall, is a complex set up of 
alchemy equipment. There are two exits from this room, an arch¬ 
way that leads out into a hall, and a wooden door on a curved 
wall which you guess leads to a tower. 

Do you: 

t Search the cupboard? Turn to 671. 

| Look at the alchemy equipment? Turn to 747. 

| Investigate the fireplace without the kettle? Turn to 
592. 

| Investigate the fireplace with the kettle? Turn to 553. 

| Leave through the door to the tower? Turn to 636. 

| Leave through the archway to the hall? Turn to 563. 
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Entry 658 

Where did all this loose soil came from and how could it pos¬ 
sibly have gotten down here? Since some of the piles of the stuff 
are higher than your waist. You pick up a handful, and after 
shaking some of the glow worms off of it, you see the dirt is rich 
and black. Brushing the dirt from your hands, you begin to me¬ 
thodically sift through some of the larger piles to see if anything 
lies beneath them. This goes on for a while until you come to 
one of the larger piles. As you are haphazardly shoveling clumps 
of dirt away with your hands, suddenly the whole thing shifts 
and from it emerges the head of a slug as wide as your torso. Its 
antennae wave around in your direction and you get the feeling 
it is not happy as it stretches toward you, the mouth on its un¬ 
derside opening up and dripping slight strands of slime. 


Disturbed Slug 



AV: 0 AC: 2 

DMG: 3 

Hit Points: 6 


If you win, turn to 55j. 

If you lose, turn to 688. 

Entry 659 

This room looks like a barracks, but part of the ceiling is 
buckling and looks like any amount of disturbance would cause 
it to collapse. Stones that used to be part of the ceiling now lie 
scattered and broken across the floor. Even the light vibrations 
of your footsteps are enough to cause slight amounts of gravel 
and dirt to dislodge from the ceiling. 

To search the room, turn to 7f6. 

If you do not trust the ceiling, and want to leave as soon as 
possible, turn to 790. 


420 


Benny 









Entry 660 

YOU STAND IN A DEFENSIVE CROUCH YOUR WEAPON IN ONE HAND, 

your light in the other, and your heart in your throat. The door 
buckles heavily as something slams into it again and again. 
When the door finally caves in, the unnamable thing you see 
causes you scream with terror before it makes a meal out of you. 

THE END. 


Entry 661 

YOU ARE STANDING AT A 90 DEGREE TURN IN A DARK CORRIDOR. ONE 
branch of the hallway leads straight off as far into the darkness, 
unbroken by doorways or decorations. Some ways down the oth¬ 
er branch, however, a slight glow of natural light can be seen 
through an archway and the hallway continues onward makes a 
sharp turn to the right. 

Will you head down the dark corridor? Turn to 607. 

If instead, you’d rather go toward the light and the archway. 
Turn to 708. 


Entry 662 

As YOU PRESS THE BUTTON; THE FAMILIAR WHIRRING MECHANISM BE- 
gins to move but this time there is a sound of escaping air, 
hissing like a gigantic snake. It actually makes you step back a 
few steps. Your fear is unfounded however, for when the hissing 
reaches a crescendo, there is a loud click and the lid of the chest 
pops open. 

The chest contains a metal shield with an insignia of a black 
tower. The shield is in perfect condition. If you decide to use this 
shield, it grants an extra 10 Hit Points to your total. These extra 
10 Hit Points must be used first and once lost, cannot be healed. 
Once all 10 points are gone, the shield breaks and is useless. 

Whether you take the shield or not, you decide to move on. 

Turn to 565. 
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Entry 663 

After a few more moments you can see a few stalagmites 

sticking up from the water and the amount of water dripping 
from the ceiling increases. Swimming around the formations, you 
eventually get to the edge of the cavern. There are little rivers of 
water running down the cavern wall, as it sinks into your brain 
that you will have to turn around and swim back to the stairs 
for a rest and then try the other direction, a sudden swirl of cur¬ 
rent grabs your legs and sucks you under. As you are engulfed in 
darkness, you kick and struggle against the current, only to feel 
yourself being pulled along faster and faster. Where you even¬ 
tually end up is unknown to you, for your lungs have filled with 
water long before you arrive. 

THE END. 


Entry 664 

YOU HAVE BEEN ALONE ON THIS ENTIRE QUEST TO INVESTIGATE THE 
castle, but as you begin down this corridor, a slow anxiety slith¬ 
ers down your spine, a feeling that you are the last person in the 
world. Your palms start sweating as you begin to open the doors 
here, hopeful you will find something valuable, yet dreading the 
nameless horrors you’re increasingly sure lurk behind every door. 

If you have a Black Candle, turn to 750. 

If you do not have a Black Candle, pick a Random Number 
| If the number you picked was 2-5, turn to 676. 

| If the number you picked was 6-7, turn to 774. 

| If the number you picked was 8-9, turn to 797. 

t If the number you picked was 10-12, turn to 539. 
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Entry 665 

The grass is thick around the well, obscuring the base of it 
completely and hiding the lower stones as well. The upper lip 
of the well is about at waist height, including the thick wooden 
planks nailed to the top. It is quite obvious no one has disturbed 
these planks in a long time. 

Will you try to pry the boards up? Turn to 760. 

Would you rather try to head to the double doors into the keep? 
Turn to 556. 


Entry 666 

An unending darkness engulfs you. You have found eternal 
peace. But your slumber is disturbed when someone shouts, 
“Surgiuservummihi!” and your eyes open! You stand up, and 
find yourself still in the master bedroom. The guards you slew in 
the entry chamber are standing there with you, covered in blood 
from the killing blows you dealt them, their eyes looking mind¬ 
lessly at the ceiling. The Benefactor sighs heavily and mumbles. 
“At last I can get back to work... someone has to stop this great 
evil before it gets here, and these trivial bumpkins keep inter¬ 
rupting...” He turns his back to you. 

You try to scream but your mouth makes no noise. You notice 
you have your weapon in your hand; all you have to do is bring 
it down on the back of the robed figure. But try as you may, you 
cannot raise your hand at all. Nor can you make your legs move. 
None of your muscles will respond to your commands! You are 
trapped in your own body! The horrifying truth dawns on you 
very slowly, and you wish you could weep: you are now one of 
the Benefactor’s marionettes! You and the guards, now mario¬ 
nettes as well, walk downstairs, and take up your new positions 
guarding the entrance to the keep, ready to serve for all eternity. 

THE END. 
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Entry 667 

YOU ARE UNSURE HOW LONG YOU HAVE BEEN ASLEEP, WHEN YOU 
awake to the sounds of something sharp being dragged over met¬ 
al. Quickly shaking the last remains of sleep from your mind, 
you realize that something large is scratching at the other side of 
the metal door. But without your light you cannot see anything. 

Do you fumble around for your light and get it burning so you 
can see ? Turn to 560. 

Do you sit there in the dark, not knowing what is around you? 
Turn to 598. 


Entry 668 

As YOU ENTER THE CELL YOU SEE SCATTERED AROUND THE FLOOR IS 
some wooden debris most likely the remains of a cot. Resting 
on its remains is a human skull, covered in dust and has quite a 
few cracks in it and the jawbone is nowhere to be seen. Perched 
upon the skull, like a crow would perch upon a branch, is a rat. 
It watches you with black eyes, cleaning its paws for a moment. 
Then it hops off the skull and scampers into a crack in the wall. 
Looking about the chamber, you do not find anything else of 
interest. 

Turn to 601. 


Entry 669 

YOU STEP OVER THE FRESH CORPSES OF THE TWO GUARDS DEAD AT 
your feet to investigate the room they have come from. It looks 
like an armory. A pedal powered grindstone rests almost in the 
exact center of the room. The walls are lined with now mostly 
empty shelves, wall fixtures and racks that clearly once held 
various weapons and armor. Looking around, the only remaining 
things you see are: 

A short sword, a cold iron mace, a one-handed battle-axe, and 
a halberd. 
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NOTE: If you take the halberd, you cannot use a shield, but 
you will inflict 4 Hit Points of damage on your opponents in¬ 
stead of the usual 3 Hit Points. 

There are also three barrels here, one filled with arrows, one 
with crossbow bolts and one empty. You can £11 your quiver to 
max capacity (six total), with either type if you so desired. 

In addition, one of the remaining armor racks holds two leather 
helmets and a shield. 

If you decide to take the shield, make note of it on your Char¬ 
acter Sheet. It will increase your Hit Points by 4. Make note of 
these Hit Points! Any Hit Points you lose must be subtracted 
from the shield first! These points cannot be healed and once 
you take more than 4 points, your shield will break and become 
useless and you will start losing Hit Points again like normal. 
You may only carry one shield at a time. 

If you take a helmet, it works exactly like a shield. It will in¬ 
crease your Hit Points by 2 and once those extra Hit Points 
are gone, the helmet is destroyed and must be marked off your 
Character Sheet. 

Would you like to use the grindstone ? Turn to 772. 

If not, you can leave by heading up the stairs, turn to 675. 

Or you can go out the single door into a diagonal corridor. 

Turn to 607. 
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Entry 670 

As YOU REMOVE THE BROKEN LOCKERS FROM AROUND THEIR INTACT 
cousin, you notice a large iron padlock holding the clasp shut. 
This locker is in noticeably poor condition, covered with gouges 
and slash marks from slashes made by axes and swords along 
with dents from hammers and maces. Two ungodly scratch 
marks that appear as if they were made from claws larger than 
your head. You test the lock yourself and find it is very sturdy, 
and you do not think you will fare any better than the others 
who came before you in opening this foot locker. 

If you have a key, add the number on this key to this entry 
and go to the entry it suggests. If it makes sense, the foot locker 
opens. If it does not, you have not found a key that fits. 

If you cannot open it, please return to 535 and choose 

AGAIN. 


Entry 671 

The doors of the cupboard are hung with wooden utensils; 
spoons, tongs, and spatulas. The shelves inside are stacked with 
wooden plates that are covered in only a thin film of dust, they 
show wear and tear but are generally in good condition. There 
doesn’t seem to be anything of interest here. 

Will you: 

| Look at the alchemy equipment? Turn to 747. 

| Investigate the fireplace without the kettle? Turn to 
592. 

| Investigate the fireplace with the kettle? Turn to 553. 
| Leave through the door to the tower? Turn to 636. 

| Leave through the archway to the hall? Turn to 563. 
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Entry 672 

As YOU WALK THROUGH THIS ARCHWAY YOU SEE A LARGE WHITE MAR- 
ble bath tub up on a raised dais in the center of the room. Along 
the wall to your right is a small iron stove with a low flat top 
that only conies up to your waist. A short distance away from 
the oven along the wall opposite the archway is an overturned 
bucket with a section of rope tied to it; the rope is so rotten it 
lies in pieces. Next to that bucket are the remains of another one 
which has been smashed. 

Do you: 

| Investigate the buckets? Turn to 787. 

| Look at the marble tub? Turn to 764. 

t Search the stove? Turn to 749. 

t If you would like to leave, you can head back to the 
main room. Turn to 763. 

Entry 673 

YOU WALK UP TO THE MOSAIC AND EXAMINE IT CLOSELY, BUT YOU RE- 
ally cannot tell to much more up close then you could from a 
distance. The craftsmanship is extraordinary; even after all this 
time the colors of the small tiles remained as vibrant as if they 
were just painted yesterday. From the few pieces left on the wall, 
you guess it must portray some tale about this castle being built 
as the far western border of a kingdom that begun in the moun¬ 
tains to the east. It looks like there is a lot more to the story but 
since the entire middle of the mosaic has fallen to pieces, there is 
nothing else to learn here. 

You can now: 

t Search the Musician’s Bandstand. Turn to 728. 

| Investigate the three fireplaces. Turn to 568. 

| Leave through the double doors. Turn to 644. 

| Leave through the single door. Turn to 712. 
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Entry 674 

The blue robed figure tilts his head back and laughs, “Protec- 
tion?!?” Still chuckling he looks at you and continues, “My good 
friend, it is well, known that the residents here, rarely, if ever go 
near inhabited areas. One could even argue that these creatures 
here are more afraid of people than people are of them, since 
they sit in these ruins and adventuring types constantly come 
here looking to slay them for knowledge and wealth.” 

“I’ll tell you what ‘adventurer’, “—somehow he turns the word 
into a slur—“while I cannot aid you in your quest to free these 
lands from creature infestation, since I cannot take that much 
time away from my research, what I ‘will’ do is offer you some of 
the wealth that I have discovered while travelling. In exchange, 
you must leave this place so I can finish my research undis¬ 
turbed.” 

Accept his offer? Turn to 723. 

Decline his offer? Turn to 593. 

Do you have a ‘Zelona’ locket? Turn to 647. 
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Entry 675 

This tower room looks like it once was a storeroom of some 
kind, but almost everything now is smashed. Mist spills in 
through the arrow slit in the tower wall, crawling across the 
floor in a fan pattern, covering many of the fragments of what¬ 
ever containers were here. There is a great stone stair case that 
leads both upwards and downwards, along with a single door in 
the curved wall of the lower staircase that must be an exit. The 
only other thing of note here is a door to a small room behind 
the stairs going up. 

Will you now: 

| Investigate the broken pieces of wood and metal scat¬ 
tered about? Turn to 716. 

| Open the small door behind the stairs going up? Turn 
to 785. 

| Climb the stairs? Turn to 634. 

| Descend the stairs? Turn to 521. 

| Exit the room through the door in the tower wall? 
Turn to 535. 


Entry 676 

After searching all four of the prison cells, you determine 
that none of them have had any visitors in months, if not years. 
The dust shows signs of being disturbed, but it must have been 
a long time ago since even the marks where it was moved are 
covered in such thick layers of dust that just walking through 
the room forces you to cover your mouth with your sleeve. 

The only thing you find of interest in all of them was in the 
first cell, underneath the cot. You find a handful of strange cyl¬ 
inders about the length of your thumb. You pick them up to 
inspect them; there is a small bump in the center of one of the 
ends and find some writing on the sides of each cylinder. Un¬ 
fortunately the language is not one you know. Deeming them 
worthless, you head back to the main chamber of the prison. 

Turn to 601. 
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Entry 677 

YOU ARE STANDING AT THE BASE OF A STONE STAIRCASE, A SLIGHT 
breeze brushes against your face. The calm glass-like surface of 
an underground lake can be seen as far as your light stretches 
in every direction. You cannot see any shoreline at all, just inky 
black water in all directions. 

Occasionally, a stark white fish swims through the water near 
enough for you to see it. You audibly gasp when you see what 
monstrosities they are. They’re not huge — the longest you have 
seen isn’t even the length of your forearm — but they are hid¬ 
eously deformed! Some of the fish have up to six eyes in various 
locations all over their bodies, others have no eyes at all, while 
the most horrific have the eyes of human beings which look up 
out of the water at you and you cannot help but think they 
are looking at your with a sort of sadness or even envy. A few 
even have human-like or animal like appendages jutting out of 
their bodies at obscene angles. Yet others still have such oddly 
located fins that when they move through the water you could 
hardly call it swimming. It is more like they are writhing in pain 
and with their mouths open they look like they are constantly 
screaming, though no sound can be heard from their underwater 
domain. 

Standing on the lowest step before entering the water with no 
shoreline in sight, just inky water in all directions, you suddenly 
notice something that most of the dripping water sounds are to 
your right, while hardly any come from your left. 

Taking note of this, you decide you must move on. 

Do you: 

| Jump in the water and swim to the left? Turn to 702. 

| Jump in the water and swim to the right? Turn to 510. 

| Decide you’ve had enough of this place and go back 
UPSTAIRS TO THE MAIN PRISON CHAMBER? TURN TO 601. 
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Entry 678 

The sacks look relatively new considering the surroundings. 
As you tear open a few of them, you see they contain things like 
grain, corn and flour. Hardly any rot in the sacks or the con¬ 
tents. But unless you are going to cook something, it is hardly 
of interest. 

Return to 636 and choose a different option. 


Entry 679 

YOU SLOWLY CREEP DOWN THE STAIRS, WEAPON READY IN ONE HAND 
and your light source held out in front of you like a shield. As 
you watch the darkness retreat before you, you fail to notice 
the loose stone in the middle of the path. When you put your 
full weight on it, it sinks down a bit with an audible click and a 
spike shoots out from the step through your foot. You cry out in 
pain and shock. (Mark off 4 Hit Points). 

Cursing your bad luck, you slowly and painfully pull your foot 
off the spike and try to bandage it the best you can before mov¬ 
ing on. 

Turn to 601. 


Entry 680 

The frame is carved wood, either painted gold or gilded and 
the realism of the painting is nothing short of amazing. It de¬ 
picts a scene of a lakeshore with some trees along the edge of the 
placid water. The point of view is from within the lake as though 
it was painted sitting on a boat floating on the water. As you 
stare at it, however the water begins to swirl around, and you 
feel a sense of vertigo as if you were falling from a great height. 

Do you: 

| Attempt to pull your gaze away from the picture? 

Turn to 632. 

| Keep staring at the swirling water in the painting? 

Turn to 573. 
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Entry 68l 

YOU DODGE JUST AT THE LAST SECOND AND THE SPEAR MISSES YOU BY 
just a hair’s width. You let out a scream of triumph at such a 
close call and get ready to face your attackers. 

The door flies open and you are staring at three human beings 
dressed in dirty, rusty chain mail armor. The leader, the one who 
stabbed you, wears an open-faced metal helmet and through his 
grin you can see he is missing two teeth on his right hand side. 
“Quick one, ain’t ye? Wondering when ye’d make it, since the 
Lord told us ye were cornin’. But this is as far as ye goes!” 

You must fight them as one creature. 


Three Guards 



AV: 2 Armor: 2 

DMG: 3 

Hit Points: 10 


If you win, turn to 605. 

If you lose, turn to 688. 

Entry 682 

As YOU WALK DOWN THE DIAGONAL CORRIDOR, YOU NOTICE A LARGE 
number of scrapes and scars on the walls here, as if many things 
were dragged down it. When you finally get to the door, it looks 
incredibly sturdy and appears like it could withhold an attack 
from an army. Surprisingly, such a sturdy door is slightly ajar. 

To go through, turn to 659. 

To head back to the intersection, turn to 790. 
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Entry 683 

You CROSS THE ROOM TOWARD THE MOSAICS ON THE WALL, YOUR 
footsteps echoing on the ceramic tiles. As you stop in front of 
the mosaics, you are certain you hear another footstep just a 
sliver out of time with yours! Whirling around with a weapon, 
you look around the room. Light and mist pours through the few 
windows here, so the place is well lit, but you can see no sign of 
whatever could have made the footstep. You stand still for what 
seems like forever, seeing no sign and hearing no further sound, 
and eventually you turn back to the mosaic. The moment you 
do, you hear a soft gasp behind you, as though someone had 
been holding their breath! You quickly turn back to where you 
heard it and that saves your life. Instead of getting a blade into 
your back, which would have killed you instantly, the blade just 
slices into your side, which is painful but survivable (Mark off 2 
Hit Points). You still do not see your assailant, so you start to 
swing your weapon around randomly, hoping to hit your foe. 


Shade 




AV: 1 

Armor: 1 

DMG: 2 

Hit Points: 6 


If you have a silver or cold iron weapon, add 1 to your AV for 
this battle. 

Because your attacker is invisible, subtract 2 from your AV for 
the duration of this fight. 

If you win, turn to 721. 

If you lose, turn to 688. 


433 


Benny 






Entry 684 

Slinking up to the now still and silent barrel thing, you use 
the hilt of your weapon to try and smash the spherical blue gem 
loose. You try repeatedly and eventually it gives way and pops 
out into your hand. Your victory is short-lived however, as the 
socket the gem sat in begins to emit a low hissing and a thin 
stream of blue gray smoke. You quickly leap back, ready for 
anything, and watch it tensely for a full minute before the sound 
and vapor slowly trickle to a stop. When you are certain the 
thing will move no more you place the gem in your pack and get 
ready to move on. 

Write ‘Spherical Blue Gem’ on your character sheet. You can 
now leave. 

Do you leave by the door on the circular wall? Turn to 701. 

Do you leave by the door on the wall opposite the circular wall? 

Turn to 610. 


Entry 685 

Slowly walking around the lone standing bookshelf as a shark 
would circle its prey, you gaze at the few remaining volumes. 
Strangely enough, none of them are in a language you can read. 
You begin pulling some of them from their dusty home to in¬ 
spect their contents, only to be faced with more of the illegible 
writing. Behind one of the books however, you find a small stack 
of silver. You scoop the stack into your hand and count a total 
of 7 coins. 

You can now: 

| Rummage through the books on the floor? Turn to 792. 
| Investigate the Portrait? Turn to 562. 

| If you are ready to leave, you can: 

| Head down the stairs, Turn to 712. 

| Head through the door? Turn to 551. 
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Entry 686 

Igniting your light source, you descend the stairs, leaving the 

upper pantry. 

Turn to 701. 


Entry 687 

YOU HAVE REACHED THE THIRD FLOOR OF THE CENTRAL TOWER. 
There is only one set of stairs, heading downward. A metal lad¬ 
der bolted into the wall leads up to a trap door in the ceiling. 
There are two doors of dark wood leading from this area. The 
left one is carved with a scene of a sun in the center of the door, 
with a field of flowers below and fairies dancing above. The right 
door also has a sun in the center but with a castle on the field 
below and crossed banners on the field above. The rest of the 
tower room appears to have not been cleaned in a while, but 
there is nothing else of interest here. 

Do you: 

| Climb up the ladder? Turn to 555. 

| Enter the left door with the flowers? Turn to 519. 

| Enter the right door with the castle? Turn to 530. 
t Descend the stairs? Turn to 700. 


Entry 688 

The fatal blow strikes you, and you stare in disbelief for a 
moment. There was so much you wanted to do, so many plans 
you had when you returned to the village of Argax victorious. 
Now all of that seems futile and you realize now what a point¬ 
less struggle it all was. As the floor rushes up to meet you your 
world fades into the infinite embrace of death. 

THE END 
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Entry 689 

Tatters of regal carpet still cover the stone dais. The pieces 
are discolored in spots, showing where something, most likely 
the two thrones, once rested. As you peek through the shredded 
carpet, you find some strange scrapes on the floor underneath 
the carpeting on the dais. 

Do you have any clue to what the scrapes are for? If so, turn to 
that number now. 

If you do not, you must move on. Do you: 

| Check out the axe stuck in the table? Turn to 520. 

t Search the intact fireplace? Turn to 786. 
t Leave through the double doors? Turn to 700. 

| Leave by the single door? Turn to 634. 


Entry 690 

As YOU SPEAK THE PASSWORD THERE IS A FLASH OF RECOGNITION IN 
the crazed look of the black-robed man. “The word. Yessss the 
word. The word of Random.” He looks around a bit as if check¬ 
ing to see if anyone is watching him, then turns back to you 
and whispers, “The word of the Ring.” He then continues is his 
somewhat normal voice, “You know the Word so you must be a 
being of immense power. So I will give you a gift that will help 
you.” He begins to dig around in his pockets. He pulls an im¬ 
portant-looking key from beneath his robes. “Use it and begone. 
For it always watches this place. Watching and waiting. Waiting 
and watching.” 

The key has the number 17 carved into its side, you promptly 
place it in your pocket. 

You turn back to the man in black... 

Turn to 641. 
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Entry 691 

As YOU STAND THERE DRIPPING WET, LOOKING ACROSS THE CAVERN IN 
the opposite direction of the stairs, you see a large block of mar¬ 
ble, glowing with a sickly reddish-purplish light. It is still quite 
a distance away and the glow is still quite faint but you can see 
that it is sitting atop a carved dais. The block and the dais ap¬ 
pear to be the only non-natural objects in this cavern. 

You feel there is a great age to this cavern. You are unsure why. 

Do you head toward the dias? Turn to 537. 

If you had enough of this place and head back to the main 
chamber of the prison, turn to 601. 


Entry 692 

You don’t want to trust your luck holding a light source in 
an open area where many different things could be watching, 
but exploring this place in the dark unsettles you and makes you 
feel exposed, even under the shroud of this mist that constantly 
envelopes you here, so you decide to turn around. 

Reaching the trap door, you head back down the ladder and 
down to where the passage splits and you head to the solid door. 

Turn to 586. 


Entry 693 

Crossing the Inner Bailey, you start following the outside 
edge of the keep from a convenient corner. Looking out to your 
left you see a few other buildings, all in the same condition as 
the building you just left, burnt to the ground. None of the walls 
that are left standing are higher than your chest. You decide to 
leave them behind and press on towards your over all goal. 

The only way onward is to follow the wall of the keep, looking 
for an entrance. There is no going back. 

Turn to 609. 
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Entry 694 

Soft as a whisper, you slip across the room to the armoire. 
Looking over your shoulder occasionally at the rooms only other 
tenant, you grasp the handle of the armoire, and moving it only 
a fraction of space every few seconds, you manage to open it in 
nearly total silence. Inside are multiple robes, all of the same 
style as the figure now sitting in the chair: blue woolen robes 
with hoods. Before you can investigate the armoire further you 
hear a voice that seemingly comes from the room itself. 

“Master, your guest has arrived.” You freeze, weapon poised to 
strike. Was the voice talking about you? How did it know where 
you were? While you are still debating if you were spotted or 
not, the robed man in the chair speaks, not glancing at you or 
even looking up from the book he is intently pouring through. 
Sighing heavily, turns his head just enough to make it clear he is 
addressing you. “Will you please sit? We have much to discuss.” 

Will you shake his hand and sit in the chair next to him? Turn 
to 628. 

Will you attack him? Turn to 620. 
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Entry 695 

When you’re close enough to this door to reach the handle, 
you can feel shocking coldness emanating from the space on the 
other side. You try to open the metal door, but it seems stuck 
or locked. 

Do you: 

| Try to force the door, unsure of what might hear you? 
Turn to 629. 

| If not you decide to leave by heading up the stairs, 

TURN TO 636. 


Entry 696 

YOU CANNOT HELP BUT STARE IN AWE AT THE FINELY CARVED CHEST 

on the dais before you. It is carved from pure white wood, giv¬ 
ing it almost a ghostly appearance. The largest of the detailed 
carvings adorning the chest depict attractive smiling humans, 
both male and female, with wings, soaring over a background of 
flowers of many different types. Peeking at it more closely, you 
see smaller carvings inbetween the larger ones. They still show 
winged humans, but some have twisted gargoyle-like features, 
and some are missing an arm or a leg. Their faces are twisted in 
pain, and some are even completely missing their heads. 

In the center of the lid are four buttons, one pointing in each 
direction - up, down, left and right. 

If you press one of the buttons, which will you press? 
t Up? Turn to 739. 
t Down? Turn to 545. 

| Left? Turn to 637. 
t Right? Turn to 566. 

If you turn and leave, turn to 565. 
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Entry 697 

YOU ARE UNSURE JUST WHAT TO MAKE OF THE TEAPOT, ESPECIALLY 

the little curl of fragrant steam floating up out of the spout. Hot 
tea in an old ruined castle? In a room with no one else about? 
You even look under the table, half expecting something to be 
living under there. You find nothing though, and you are certain 
that there is nothing in this area about to pounce on, attack 
you, or set you on fire in any way. 

Do you want to drink the tea? Turn to 559. 

Do you want to smash the tea pot? Turn to 752. 

If you just want to leave this odd situation alone and leave, 
turn to 565. 
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Entry 698 

When you pick up the saw, a few pieces of rust flake off of it 
and drift to the floor. Once it was a truly wicked thing to be¬ 
hold; the teeth of the saw are almost as long as your thumb. 
Most of them are still intact and only a few are missing. Even 
in its current heavily rusted condition, you can tell it is stained 
with the same substance that left the dark brownish stain in the 
center of the table. If you decide to take the saw, it will take up 
one backpack slot. 

Do you now: 

| Investigate the containers? Turn to 784. 

| Investigate the old skull? Turn to 773. 

| Look at the stain and the knives? Turn to 572. 
t Search the box under the table? Turn to 744. 

If you are done searching the workbench you can now go else¬ 
where. 

| Investigate the beds? Turn to 735. 
t Search the shelves? Turn to 762. 

Or you can leave. Facing the wall with the two curtains, will 
you leave through the grey-blue curtain on the left? Turn to 
790. 

Or head out the grey-green curtain on the right? Turn to 561. 
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(Image 699) 


Entry 6gg 

The shelves are clinging to the wall as a drowning person 
would cling to a piece of driftwood in the middle of the ocean. 
You are almost afraid to touch the shelf since you it seems like 
it will fall apart with any disturbance. There is a stack of papers 
resting on one end of the shelf though, and gently you remove 
them one by one, keeping them intact. Some of them are just old 
order forms and land surveys that crumble apart in your hands. 
One of the last pieces however is not just paper, it is a tougher 
parchment. When you blow the dust from it, you see that is a 
map of the keep! 

Mark this reference down “Map of the Keep - Entry 699” on 
your Character Sheet so you can return to it when you need to. 

Turn to 636. 
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Entry 699: Discovering a map of the keep. 
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Entry 700 

YOU ARE ON THE SECOND FLOOR OF THE CENTRAL TOWER. LOOKING 
around, there is little here other than a set of large double doors 
in the center of one wall, with a single door on either side of 
them. There is a set of stairs going down and another set of 
stairs going up. 

Will you: 

| GO THROUGH THE LARGE DOUBLE DOORS? TURN TO 768. 

| Enter the door to the left of the double doors? Turn 
to 589. 

| Enter the door to the right of the double doors? Turn 
to 551. 

| Go DOWN THE STAIRS? TURN TO 644. 
t Head up the stairs? Turn to 687. 


Entry 701 

The chamber you are in is noticeably cold; looking around the 
room it appears to be some kind of larder. The only exits are 
stairs going up and a metal door in the curved tower wall. The 
curved wall is covered with a light layer of frost and you realize 
it’s the source of the unnatural cold in this room. There are a 
few barrels in here and a few things on the shelves, but for the 
most part, the shelves are empty. 

Will you: 

t Search the barrels? Turn to 648. 

| Investigate the shelves? Turn to 546. 

| Head up the stairs? Turn to 636. 

| Try to open the frost-covered door on the curved 
wall? Turn to 695. 
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Entry 702 

Wondering about the wisdom of what you are about to do, 
you think to yourself, “This is what being an adventurer is all 
about!” With that, you sheathe your weapon and slip into the 
water. You try to keep your light source from getting wet by 
holding it as far out of the water as you can, which makes the 
swim away from the numerous dripping sounds slow going. 

You shake with terror as you can feel nameless things bumping 
into your body as you slowly swim along, and you hope desper¬ 
ately that they are just the distorted fish you saw earlier and not 
something larger, and hungrier. 

About the same time your light, reveals the shoreline your feet 
touch something solid. This spurs you to move a little faster and 
haul yourself up on shore. The cave floor is slick and slippery 
and you slide around a bit as you come up out of the water. 
Catching your balance at last, you lift your gaze from the floor, 
and what you see makes you want to turn around and dive right 
back in again. 

Turn to 691. 
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Entry 703 

As YOU STROLL ACROSS THE ROOM TO THE FIREPLACE YOU SEE THAT 
truly is a work of art. The white marble is still smooth and you 
cannot fathom the countless hours it must have taken to create 
this. You wonder a little why it wasn’t smashed like everything 
else and lean in to examine the intricate carvings more closely. 

The sun that is carved into the left side has a benevolent look¬ 
ing small smile on its lips. The crescent moon that mirrors it on 
the right side is also smiling, but it is very mischievous, almost 
sinister. No matter where you go in the room both set of eyes 
seem to follow your every move. Even by the standards of this 
castle it’s quite unnerving. 

Suddenly, two voices can be heard chanting in unison although 
you see no source for them. “Will you? Wont you? Shall you? 
Shant you? Will the castle protect you? Will the castle destroy 
you? Many have tried. Many have failed. Some have even refused 
to speak to us. But you must not refuse. Are you the one? Will 
you talk to us?” 

Do you want to: 

| Submit to the questions? Turn to 517. 
t Do NOT SUBMIT TO THE QUESTIONS? TURN TO 715. 


Entry 704 

Propped up against the wall is a crumbling skeleton, in its 
left hand are a string of prayer beads. In the right hand is an 
empty vial. Upon closer inspection, there is a label on the vial, 
now old and peeling but a distinct mark of a skull and cross- 
bones is seen upon it. Deciding there is nothing else here, you 
leave and head back to the main chamber. 

Turn to 601. 
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Entry 705 

Climbing down into the medieval latrine you curse under your 
breath, “Not many great adventurers that climb down into plac¬ 
es like this I’d wager. The elders must have left this part out of 
all the stories they used to tell.” As you get closer to your quar¬ 
ry, one of the bricks you are holding onto comes loose! 

Pick a Random Number (add 2 to the number if you have Ath¬ 
letics. If you have High Dexterity, you may also add 2): 

| If the number you picked is 2-5, Turn to 770. 

| If the number you picked is 6-12, Turn to 584. 
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Entry 706 

You’ve entered some kind of larder or pantry. There is a huge 
boar hanging on a hook, with a few more hooks in a line beside 
it, all currently tenantless. A sturdy wooden table is nearby, 
scarred with countless cut marks and stained with blood. A knife 
rack is attached to the wall above it, still holding a few cleavers 
and knives, although there are many spaces in the rack that now 
lie empty. Upon closer inspection, none of the utensils look in 
good enough condition to be used. On one side of the room is a 
set of metal shelves, although from here they look bare. Finally, 
in the center of the room is a strange metallic barrel, with a 
slow, steady stream of icy mist pouring from it. This is clearly 
the source of the unnatural cold. Two doors provide exits from 
this room, one on a curved wall that must lead to a tower. The 
other exit is on the center of the wall opposite the tower wall. 

Do you: 

| Investigate the boar and the hooks? Turn to 524 

t Search the table? Turn to 734. 

t Look at the utensils on the wall above the table? Turn 
to 652. 

| Head to the shelves? Turn to 548. 

| Investigate the strange barrel? Turn to 571. 

| Leave the room through the door on the curved wall? 
Turn to 701. 

| Leave the room through the door in the wall opposite 

OF THE TOWER WALL? TURN TO 610. 
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Entry 707 

As YOU EXTEND YOUR HAND, THE BENEFACTOR GRABS YOUR WRIST 
with speed you did not think such a bookish person could mus¬ 
ter. “Where did you get this?” Before you can answer, he looks 
you dead in the eye and says, “Can you please give the ring to 
me? It is the key to this castle, and the castle is the key to more 
than your mind can comprehend. The world, maybe even reality 
itself hangs in the balance!” As he speaks to you, sweat begins 
to bead on his forehead and the lines around his eyes are etched 
even deeper into his face. 

Will you: 

| Give him the ring? Turn to 757. 

| Refuse him? Turn to 593. 


Entry 708 

YOU COME TO THE END OF THE CORRIDOR, WHERE IT MAKES A 90 DE- 
gree turn: ahead of you the hallway ends in a wall pierced by 
an archway; to your left the corridor leads off into darkness. 
Through the archway you can see a slight glow of natural light 
from somewhere high in this chamber. 

Head through the archway? Turn to 600. 

Go toward the three-way intersection? Turn to 610. 

Investigate the passage that leads into the darkness? Turn to 
661. 
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Entry 709 

YOU STAND OVER THE BODY OF THE BENEFACTOR, BREATHING HARD. 
You might never know whether he was really trying to do some¬ 
thing good or bad. Whatever his intentions were, the castle is 
yours now. 

Do you have the “Signet Ring”? Turn to 800. 

If not, turn to 616. 


Entry 710 

These fireplaces are still warm and you guess that the bread 
in this room were baked here. Shifting through the ash for a full 
minute you discover nothing of use and you stand to leave. As 
you turn however on the mantle you see a glass vial of grayish 
dust. Pulling the stopper out you pour a bit into your hand 
and recognize it instantly! Weapon Dust! If you put this on any 
weapon with a blade (dagger, axe, sword), it will allow you to 
add 2 to your Attack Value for the entire length of only one bat¬ 
tle you decide to use it in. Placing it in your backpack (it takes 
up one slot in your backpack) you are pleased with your find. 

If you would like to leave, you can: 

| Try the door in the curved outer tower wall? Turn to 
788. 

| Leave the way you entered, back into the central tow¬ 
er? Turn to 700. 
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Entry ?11 

The mirror is badly tarnished but you can still see your re- 
flection well enough. Remembering your ordeal with the paint¬ 
ing, you look and see the reflection of the painting in the mirror. 
Immediately, you notice you can’t see the painted image of your 
face in the water! You turn around to look at the painting and 
see it was just as you left it, with your face reflected in the wa¬ 
ter. Turning back to the mirror, you notice something odd about 
the trees also. They appear to be pointing in various directions: 
Down - Left - Left - Up, in order from left to right. You are not 
sure what that means, but you make a mental note of it. Right- 
now you are ready to put as much distance between you and the 
strange painting and mirror as possible. So you head through 
the curtains. 

Turn to 565. 


Entry 712 

YOU ENTER WHAT LOOKS LIKE A MUSIC ROOM. VARIOUS CHAIRS AND 
music stands lie strewn about like discarded toys along with a 
few cases for musical instruments, most are smashed as if a giant 
stepped on them. There are a few armoires against the circular 
wall of the tower; as well as stairways going up and down. There 
is a small door by the back of the stairs going up, and a doorway 
in the circular wall of the room leading out. 

Do you: 

t Search the armoires? Turn to 639. 

| Investigate the destroyed instrument cases? Turn to 
656. 

| Open the door under the stairs? Turn to 595. 

| Leave the room by the door in the circular wall? Turn 
to 635. 

| Head up the stairs? Turn to 756. 

| Go DOWN THE STAIRS? TURN TO 614. 
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Entry 713 

YOU CREEP ALONG UNTIL YOU HEAR TWO FAINT VOICES AHEAD OF YOU. 
“Well, what do you think?” says the first voice, it is low and 
gruff and you cannot place the accent but it’s certainly not from 
Middenlund. When the other voice replies, it is stronger and 
not as gruff, but the accent is the same. “It is not my duty to 
question the Benefactors.” After a brief pause it continues, “But 
it is highly unlike them to do something like this, sitting about 
in an old crumbling pile of rocks like this place. Nope. Not their 
style at all.” About this time you have to shift your weight be¬ 
cause your foot is falling asleep, but although you intended to 
move quietly, you accidently kick a loose bit of rock, it clatters 
a short distance across the room, sounding as loud as a horse 
galloping on a cobblestone street to your horrified ears. “What 
was that?” The gruff voice says. There is the sound of weapons 
being drawn. 

You must now fight the two guards: 


Two Guards 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 6 


If you win, turn to 669. 
If you lose, turn to 688. 
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Entry 714 

The knife is finely crafted and still fairly sharp, but that is 
the only remarkable thing about it. 

If you take it, remember you can only carry two weapons at a 
time. The knife is just a bit smaller than a dagger, and does 2 
hit points of damage. 

Now do you want to: 

| Investigate the Cupboards? Turn to 767. 

t Search the fireplaces? Turn to 710. 

| If you would like to leave, you can: 

| Try the door in the curved outer tower wall? Turn to 
788. 

| Leave the way you entered, back into the central tow¬ 
er? Turn to 700. 


Entry 715 

“I AM SUPPOSED TO LET SOME STRANGE BABBLING, DAY-NIGHT CYCLE 
probe my mind in a rundown castle where so far everything has 
tried to kill me? I’ll pass.” 

As you turn to leave, you are certain the voices will never speak 
to you again. 

Mark on your Character Sheet, “Silent Fireplace”. 

Turn to 763. 
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Entry 716 

Foraging through the pieces scattered across the floor, you 
determined that all these broken pieces once must have made up 
the boxes and crates stored in this room. Who shattered them 
and what they contained remains a mystery. There is nothing of 
interest here. 

Now do you: 

t Open the small door behind the stairs going up? Turn 
to 785. 

| Climb the stairs? Turn to 634. 

| Descend the stairs? Turn to 521. 

| Exit the room through the door in the tower wall? 
Turn to 535. 

Entry (Image 717) 

Nothing could prepare you for what you see in this room. 
About a dozen strange beetle-like things buzz by your face as 
you peer into the room. The walls and floor of the large rectan¬ 
gular room are covered in a strange kind of spongy dirt which 
seems to be the source of the earth smell. Heaped and clumped 
over the entire floor and even the walls are hundreds, maybe 
even thousands of glowworms. The light they give off is dim, but 
the sheer number of them is enough that you could turn off your 
light source and see just as well here. 

Do you: 

| Inspect one of the glowworms? Turn to 604. 

| Dig around in the loose dirt? Turn to 658. 

| Leave this place and head back out into the hallway? 
Turn to 579. 
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Entry 717: This room is dimly lit from the light of many glow worms. 


















































































Entry 718 

You CROSS THE ROOM HEADING TO THE SINGLE DOOR, YOUR FOOTSTEPS 
echoing on the ceramic tiles beneath you. When you stop in 
front of the door, you are certain you hear another footstep just 
a sliver out of time with yours! Whirling around with weap¬ 
on in hand, you look around the room. Light and mist pours 
through the windows, so the room is well lit, but you can see 
no sign of anyone else. You stand as still as you can for what 
seems like forever, but eventually, seeing no sign and hearing no 
further sound, you turn back to the door. The moment you do, 
you hear a soft gasp behind you, as though someone had been 
holding their breath! You quickly turn back to where you heard 
it and that saves your life. Instead of getting a blade into your 
back, which would have killed you instantly, the blade just slices 
into your side, which is painful but survivable (Mark off 2 Hit 
Points). You still do not see your assailant, so you start to swing 
your weapon around randomly, hoping to hit your foe. 


Shade 




AV: 1 

Armor: 1 

DMG: 2 

Hit Points: 6 


If you have a silver or cold iron weapon, add 1 to your AV for 
this battle. 

Because your attacker is invisible, subtract 2 from your AV for 
the duration of this fight. 

If you win, turn to 721. 

If you lose, turn to 688. 
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Entry 719 

While your eyes are locked with the Sun you hear a voice 
that seems to echo in your mind, “You are not fit to rule. Not 
yet. You are a blank slate, a lump of clay that has not begun 
to be molded. Since your path is still beginning, there is still a 
great chance your mind will be more open than those who have 
walked a path for a long time or others who have recently tried. 
Much hangs in the balance. Like a spinning disc, if it shifts a 
little bit too far one way or the other, it will send it spinning out 
of control.” 

The voice speaks no more. 

Write, “Passed the 1st test” on your Character Sheet. Turn 
to 763. 


457 


Benny F 


(Order 





Entry 720 

The misshapen creature that was once human lies face down on 

the floor. The arms on its right side and back continue to twitch 
while its blank eyes stare up at you. When it finally stops mov¬ 
ing you quickly search it and discover nothing of importance. 
You allow yourself a few seconds to shudder the realization this 
could be your fate and quickly decide to continue your search. 

Do you now: 

| Rummage through the smashed bed frames? Turn to 518. 
| Inspect the central table? Turn to 578. 
t Search the few intact foot lockers? Turn to 622. 

| Head out through the archway? Turn to 563. 

| Enter the door leading to the tower? Turn to 675. 

Entry 721 

Hunching over in pain, you hold your side where the invisible 
foe struck you. Instead of swinging wildly about, you try to an¬ 
ticipate where your foe will be when you strike. You succeed and 
your sword hits something solid a few times, but whatever you 
were fighting disappears. You shuffle your feet across the floor, 
hoping to trip over the body of the thing, but to no avail. You 
eventually give up trying to find out what happened to your at¬ 
tacker, at least it is no longer is attacking. You must have driven 
it off if you haven’t killed it outright. 

Do you now: 

| Look at the mosaic? Turn to 673. 
t Search the Musician’s Bandstand? Turn to 728. 

| Investigate the three fireplaces? Turn to 568. 

| Leave through the double doors? Turn to 644. 

| Leave through the single door? Turn to 712. 
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Entry 722 

Bending down to look through the pig remains, you catch a 
glint of light off something that really shouldn’t be part of a pig. 
When you remove it, you see it is a glass vial, complete with a 
cork stopper. It is covered in blood and you try to wipe it off as 
best you can. Inside a constantly moving swirl of colored liquids: 
blue, green, red, and brown. Even when you hold the vial very 
still they continue to spiral around each other, without mixing. 
Engraved in the bottom of the vial are the words, “For Martho”. 
As you are finishing wiping it off, you see a few other things 
amongst the remains that make you ill. There are at least five 
human teeth in the pig’s stomach, along with a left sandal, both 
appearing to have belonged to someone smaller than a normal 
sized adult. A shiver runs down your spine. 

Do you drink the potion? Turn to 597. 

If you want to leave the rest of these remains alone, Turn to 
706. 
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Entry 723 

At the promise of endless wealth, the Benefactor goes over 
to a trunk at the foot of his bed with a face as expressionless 
as if you asked “What did you eat for lunch?” and opens it. 
Crouching in front of it few moments and refilling around inside 
of it, eventually he pulls out a jewel encrusted medallion that 
glimmers and shines in the flickering firelight. Standing, he pol¬ 
ishes it with his sleeve and hands it to you. “Thank you for your 
cooperation. Now if you do not mind, I have paperwork to fin¬ 
ish.” With that he goes back to his chair in front of the fireplace 
and continues reading his book. 

Eventually, you find your way out of the castle and return to 
the village of Argax. You are not that worried though; you re¬ 
tire from the adventuring life with the wealth you have claimed 
from selling the medallion, more than you can spend in a life¬ 
time no matter how profligate you are. Life is good. After a few 
years, the town of Argax elects you Town Elder. You marry a 
good-looking neighbor and have a few kids. 

After a few years, adventurers begin heading to the castle 
again. It seems some new tenants have taken up residence there. 
But that is beyond you now; you are living a good life. None 
of the adventurers return and something nags at the back of 
your mind, but you can never quite figure out what. Eventually, 
just when you feel you are leading the village into a new age of 
prosperity, a marauding army tears through the land torching 
everything and slaughtering everyone they can. Sadly, you are 
one of those people. 

Your life ends here. 

THE END 
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Entry 724 

Closer to the door, you can feel the physical coldness ema- 
nating from the space on the other side. You try to open the 
metal door, but it seems stuck or locked. 

Do you: 

| Try to force the door, unsure of what might hear you? 
Turn to 753. 

| If not you decide to leave by heading back to the inter¬ 
section, Turn to 610. 


Entry 725 

The two humanoid rats lie dead at your feet. You cannot help 
but wonder what they were trying to tell you. Quickly searching 
them, you hud the following: 

-Two daggers 

-A handful of wet string 

-Four Bandages 

-A finger sized vial with a greenish - blue liquid in it. There is 
a label on it that is written in red letters in a language you do 
not understand. 

-A total of 5 coins. 

If you take any of these things make sure to add them to your 
Character Sheet. 

Do you drink the liquid? Turn to 612. 

If you decide not to drink it, you think it would be best to leave 
this room before you get any more visitors. Will you leave by: 

| Heading up the stairs? Turn to 636. 

| Entering the frost covered door? Turn to 695. 
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Entry 726 

The hallway is about 7 paces wide and only goes a short Dis¬ 
tance before taking a 90 degree turn to the right, where it stops 
at a set of stairs leading down into the darkness. You notice it is 
physically colder here. 

If you descend the stairs, turn to 576. 

If you do not trust the stairs, you can head back to the guard- 
room. Turn to 598. 


Entry 727 

YOU HEAR A FAINT CLICKING WHEN YOU PRESS THE BUTTON. THERE IS 
a soft mechanized whirring from the chest that lasts a few sec¬ 
onds, then silence. 

If you press another of the buttons, which will you press? 

| Up? Turn to 662. 

| Down? Turn to 619. 
t Left? Turn to 739. 
t Right? Turn to 522. 

| If you would rather leave, turn to 565. 
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Entry 728 

The platform was once truly grand as you can tell from the 
elegant carvings in the dark wood. Now however, many of the 
cravings are defaced and ruined. Up close you can see that the 
platform is quite unstable, and would not support even one per¬ 
son anymore, much less all the minstrels it used to hold. To 
test your theory, you push the platform: even without using all 
of your strength it groans loudly and rocks back and forth like 
a ship in a storm. The movement and noise disturb its current 
inhabitants though. Three insects with white bulbous bodies; 
hairy, spindly legs and a protruding snout - each almost as long 
as your arm, bore out of the wooden structure and attack you in 
rage! You must fight them to the death. 


Wood Weevils 



AV: 0 Armor: 2 

DMG: 2 

Hit Points: 8 


If you win, turn to 54.9. 
If you lose, turn to 688. 
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Entry 729 

The guard scowls at you. “I have always hated that password,” 
He snarls as he looks you over. “Where The Benefactor got such 
an odd meaningless word I have no idea, but you can be cer¬ 
tain...” and with that he snaps his mouth shut and draws his 
sword! 

“You may know the password,” He growls, “But you certainly 
are not one of us!” 

You now fight the two guards 


Two Guards 



AV: 1 Armor: 2 

DMG: 3 

Hit Points: 6 


If you win the fight, turn to 669. 
If you lose, turn to 688. 


464 


Benny 






Entry 730 

It looks like you have found the servants’ quarters. There are 
the remains of a few beds here, which seem a bit shorter than 
human sized... but they are mostly smashed so it is hard to be 
certain. There is a table here also, with benches on either side of 
it, along with a few foot lockers scattered about. 

There are two exits to this room; an archway and a door on 
a curved wall that must be a tower. Before you get a chance 
to search anything, a creature comes through the entrance op¬ 
posite the one you entered through. It looks human, but has a 
blank stare along with a set of extra arms! One arm comes out 
of the front of its chest, and another comes out of the center 
of its back. Without looking directly at you, it starts to shuffle 
towards you, all four arms outstretched in your direction. You 
must fight it. 


Four Armed Thing 



AV: 1 Armor: 0 

DMG: 4 

Hit Points: 8 


If you win, turn to 720. 
If you lose, turn to 688. 


Entry 731 

Trying to walk carefully around all the broken junk on the 
floor, you place a foot wrong and twist your ankle slightly (mark 
off 1 Hit Point). Stifling a yelp of pain, you limp for a few steps 
before realizing it’s not that bad. Relieved, you continue on your 
way. 

Will you now: 

| Head out the door? Turn to 580. 

| Walk up the stairs? Turn to 712. 
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Entry 732 

Carefully avoiding a jagged, rusty sword on the floor, you 
make your way to the shattered beds, wondering how this fur¬ 
niture met its ultimate demise. Upon closer inspection, you see 
no weapon marks on the wooden frames, so you surmise they 
collapsed from age alone. But after sifting through the broken 
splinters of wood, you decide there is not much else to see here. 

Would you now like to: 

| Look at the beds that are still intact? Turn to 513. 

| Look through the smashed foot lockers? Turn to 594. 

| Deciding there is nothing here, you can leave by turn- 
ING TO 790. 


Entry 733 

The dim hallway continues off into the darkness and you can 

barely see the end of the hall in your dim light. There are four 
thick oaken doors on either side of the corridor, two on each 
side, but they are set so the door on one side of the corridor is 
facing a wall on the opposite side, for a total of four doors alto¬ 
gether. 

The sheer silence of this place is deafening. You are suddenly 
aware of your heartbeat, your breath, and even the soft scrapes 
of the leather straps of your backpack against your armor seems 
a thunderous roar. 

Pick a Random Number: 

| If the number you picked was 2—5, Turn to 668. 

| If the number you picked was 6—7, Turn to 582. 

| If the number you picked was 8—9, Turn to 704. 

| If the number you picked was 10—12, Turn to 781. 

| If you head back to the Main Room, turn to 601. 
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Entry 734 

YOU TAKE A CLOSER LOOK AT THE HEAVILY SCARRED TABLE. THE MOST 
recent blood stain here is a few days old and already dried but 
the rest of the blood stains might be months or even decades 
old. This table is most likely decades old as well from the look 
of it; not an inch remains unmarred and it wobbles quite a bit 
when you lean on it. Otherwise, there is not much of interest 
here. 

If you would like to try and fix the wobbly table leg, turn to 
638. 


If you would like to try and find something a bit more interest¬ 
ing, turn to 706. 


Entry 735 

The beds here are in bad shape. The majority of them, while 
still standing, are so rickety they look like a slight breeze would 
cause them to collapse. None of the beds have pillows or sheets 
any more, and all are lavishly marked with dark stains, Not only 
on the mattresses, but also spattered around on the wooden 
frames. Looking over the beds makes you whisper a silent thanks 
to any deity that might be listening that you were never a pa¬ 
tient here, but there is little else of interest. 

Do you: 

t Search the shelves? Turn to 762. 

| Walk over to the workbench? Turn to 645. 

t Or you can leave. Facing the wall with the two cur¬ 
tains, WILL YOU LEAVE THROUGH THE GREY-BLUE CURTAIN ON 
THE LEFT? TURN TO 790. 

t Or head out the grey-green curtain on the right? Turn 
to 564. 
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Entry 736 

“That is good news indeed,” he weakly croaks at you. “That 
means most of my company still lives and hopefully are report¬ 
ing back to my superiors as we speak. “He shifts his weight a bit 
then winces in pain but you are unsure if his discomfort is from 
what you have told him, from his helmet, or something else that 
ails him. Just as you are about to ask, he interrupts you, “If 
there is any justice in this mad world, they will come back with 
a larger force and this castle will be part of the glory that is the 
Apuno.” With that he physically sinks into himself, like the air 
was slowly leaking from him. Speaking with him has exhausted 
the poor man and you decide to move on, returning to the main 
chamber. 

Turn to 601. 


Entry 737 

There are at least a dozen paintings all leaning up against 
the walls here; stacked against one another in no order that you 
can detect. As you begin to flip through the paintings you notice 
that they appear to have been done by the same artist who has 
done all of the other paintings you have seen in the castle. The 
only other thing of note is that none of these paintings appear 
to be finished. 

Now will you: 

| Investigate the easels? Turn to 552. 

| Take a closer look at the chest? Turn to 696. 

| Head back into the main room? Return to 565. 
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Entry 738 

You CROSS THE ROOM TOWARDS THE PLATFORM, YOUR FOOTSTEPS 
echoing on the ceramic tiles beneath you. As you stop in front of 
it, you are certain you have heard another footstep just a sliver 
out of time with yours! Whirling around with a weapon, you 
look around the room. Light and mist pours through the few 
windows that are here, making sure the place is well lit, but you 
can see no sign of who could have made the footstep. You stand 
still for what seems like forever, seeing no sign and hearing no 
further sound, you turn back to the platform. The moment you 
do, you hear a soft gasp behind you, as though someone had 
been holding their breath! You quickly turn back to where you 
heard it and that saves your life. Instead of getting a blade into 
your back, which would have killed you instantly, the blade just 
slices into your side, which is painful but survivable (Mark off 2 
Hit Points). You still do not see your assailant, so you start to 
swing your weapon around randomly, hoping to hit your foe. 


Shade 




AV: 1 

Armor: 1 

DMG: 2 

Hit Points: 6 


If you have a silver or cold iron weapon, add 1 to your AV for 
this battle. 

Because your attacker is invisible, subtract 2 from your AV for 
the duration of this fight. 

If you win, turn to 721. 

If you lose, turn to 688. 
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Entry 739 _ 

As SOON AS YOU PUT YOUR FINGER ON THE BUTTON, A THIN PIECE OF 
metal shoots through your huger, like thread through the eye 
of a needle. You shriek in pain and surprise, but it retracts al¬ 
most instantly. You recoil, clutching your hand and inspect the 
damage. A single bead of blood appears on your fingertip and it 
does not look that bad, but you squeeze the wound anyway to 
attempt stop the bleeding. As you begin to put pressure on the 
wound, you feel yourself getting weaker and the room starts to 
spin. “Poison!” you gasp and fall to the floor twitching. As you 
begin to foam from the mouth and your eyes start to roll into 
the back of your head you believe you see boots standing near 
you and a voice say, “No, not poison.” Did you actually did see 
or hear that or was it the last hallucination of a dying mind? 
You’ll never know. 

THE END. 
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Entry 740 

YOU TURN THE KEY IN THE LOCK, AND THE FOOT LOCKER SNAPS OPEN. 

To your disappointment, it seems to be filled with piles of junk, 
as if someone swept up all of the junk from this room, piled it 
into this foot locker, and locked it up for safe-keeping. You hard¬ 
ly think you will find anything of interest here. 

As you are about to turn and leave, you see a strange object 
out of the corner of your eye. When you stroll over to pick it up 
and take a closer look at it, you see it is a strip of old, tattered 
cloth a few inches long and about an inch wide. In the center 
of this cloth is a black metal disc. There are no inscriptions or 
markings of any kind on it at first glance and you believe it 
was some kind of medallion. Flipping it over, however, you see 
a small number ‘50’ etched into it near the center, so small you 
had to look twice to be sure you really saw it. If you take it, 
mark it on your Character Sheet as a Special Item. 

Do you now: 

| Rummage through the smashed bed frames? Turn to 518. 

| Inspect the central table? Turn to 578. 

| Head out through the archway? Turn to 563. 

| Enter the door leading to the tower? Turn to 675. 
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Entry 741 

The creature moves little, and you would never think the 
thing was even alive except for the loud roar it makes and the 
mist it constantly vomits out. Gathering your nerve you reach 
out and touch the side of it that you guess is its back. Instead 
of being cold to the touch as you assumed it would be, but it is 
actually quite warm. This is immensely puzzling and makes you 
even more suspicious that it is alive in some way that you do 
not understand. Still not 100% certain that the thing will not 
turn on you at any moment, you watch it carefully and notice 
something odd. There is a hole in its armor, just wide enough 
for a blade to enter. “Who would create armor with a hole wide 
enough to allow a weapon to stab you?” you wonder as you try 
to peer into the slot, hoping to get a glimpse of who or what you 
are up against. But the mist is still too thick to allow you to see 
any kind of details. 

Do you try to stick a weapon into the slot in the armor, hoping 
to slay this strange foe? Turn to 53A. 

If there is something else you would like to try using into the 
slot on the strange thing, add the number on the object to this 
entry and turn to that number, if it does not make sense, return 
here and a bolt of lightning will strike you for 4 hit points of 
damage (2 hit points if you have “Elemental Resistance” written 
on your character sheet). 

Otherwise there is nothing else you can do here, so you must 
head back down the stairs and turn to 687. 
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Entry 742 

“Looking for a little wealth and fame eh?” the Benefactor 
muses. “It displeases me greatly to let you know that this cas¬ 
tle has been looted repeatedly over the years. To only thing of 
value that remains most likely is the solitude it provides for one 
such as myself so I can continue with my paperwork.” He rubs 
his chin thoughtfully for a moment, “Since you were so honest 
with me about your intentions, I feel like I should help you. You 
know, just so you do not leave this castle empty handed.” He 
stands up and walks over to the bookcase, “What say you? If 
you agree to let me finish my paperwork, I can offer in return 
some of the wealth I have acquired while here, my time and 
work is very valuable to me.” 

Do you accept his offer? Turn to 723. 

Decline his offer? Turn to 593. 

Do you have a ‘Zelona locket’? Turn to 647. 


Entry 743 

The minimal air currents you produce by walking over to the 
window disturb the mist along the floor, and it swirls away into 
nothingness. Looking out the arrow slit, you can see very little 
because of the heavy mist that covers everything in this castle. 
However, from this high up, you get occasional glimpses of water 
far below. You must be out further along the lake; this is also 
hinted at by the soft, muffled sounds of water softly slapping 
against the shoreline where the castle rests. You sit for a while 
listening to the soft soothing sounds of the waves hitting the 
shoreline. Eventually, you need to pull yourself away from the 
arrow slit and move on. 

Return to 636 and choose again. 
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Entry 744 

YOU PULL THE WOODEN BOX FROM UNDER THE TABLE AND FIND THAT 

it is filled with fine wood shavings. Why anyone would save 
wood shavings is a mystery but you begin to sift through the 
contents in hopes of finding something valuable. As you reach 
the bottom of the box you discover something solid. You find 
a small cloth pouch, much newer than the wood shavings that 
cover it and begin to gingerly dust off the shavings that cling to 
it and unwrap your find. After shaking loose the last of the dust, 
you find a clean roll of 10 bandages! 

You quickly add them to your reserves and get ready to search 
elsewhere. 

Now will you: 

| Investigate the containers? Turn to 784. 

| Look at the saw? Turn to 698. 

| Investigate the old skull? Turn to 773. 

| Look at the stain and the knives? Turn to 572. 

If you are done searching the workbench you can now go else¬ 
where. Will you: 

| Investigate the beds? Turn to 735. 
t Search the shelves? Turn to 762. 

Or you can leave. Facing the wall with the two curtains, will 
you leave through the grey-blue curtain on the left? Turn to 
790. 


Or head out the grey-green curtain on the right? Turn to 56A. 
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Entry 745 

Looking through the tatters of the various remains in the 
room, you discover nothing new. You head back to the main 
room. 

Do you: 

| GO THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO THROUGH THE ARCHWAY DIRECTLY TO YOUR RIGHT? TURN 

TO 672. 


| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 


Entry 746 

By the time you are only a few steps into the room, your hair 
is filled with dirt and you scrub your hand over your head re- 
flexively to brush some of it off. Despite this, the floor seems 
relatively dust-free and the bits of ceiling that collapsed on your 
head seem to be the only parts that have fallen down. Trying 
to ignore the sagging ceiling, you see this must have been some 
kind of barracks; there are markings in the dust that showed 
seven beds once stood here, although five of them are now just 
a few splinters of wood. It appears each bed had a foot locker 
at the end facing into the room, but none of them survived the 
wrath of the invaders. Besides a few shattered and rusty weap¬ 
ons strewn across the floor, there is nothing else in the room. 

Will you: 

t Search the beds still in one piece? Turn to 513. 

| Investigate the shattered beds? Turn to 732. 

| Look through the smashed foot lockers? Turn to 594. 

| Examine the rusted and broken weapons? Turn to 542. 
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Entry 747 _ 

Alchemy equipment is scattered haphazardly across this table, 
all looking very new since the glass is not stained in any way nor 
is there any dust on it. Strangely enough, there is a thin layer 
of dust on the table underneath it, with various scrape marks 
showing that the alchemy equipment was moved here recently. 
There are few alembics here, two retorts complete with stands, 
and a mortar and pestle along with an athanor, along with a 
small box with a jar of some goop. Unfortunately none of it 
gives you any clue about why this alchemy equipment is here or 
if has been used to create anything. In addition, there is a roll of 
five bandages you can take if you desire. 

Use the strange goop on one of the bandages ? Turn to 515. 

Search the cupboard? Turn to 671. 

Investigate the fireplace without the kettle ? Turn to 592. 

Investigate the fireplace with the kettle ? Turn to 553. 

Leave through the door to the tower? Turn to 636. 

Leave through the archway to the hall? Turn to 563. 
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Entry 748 

Most of the half melted metal scraps you find lying about are 
only half recognizable; a brass candle holder, some kind of pan 
or plate, a few pieces of clothing, like metal buttons and a buckle 
of some kind. Everything you find, whether recognizable or not, 
is melted so badly it is unusable. The only thing you know for 
sure is that whatever happened here must have been unfathom- 
ably hot to melt all of these objects. 

Do you want to sift through the ash to what you can find? Turn 
to 771. 


Or you can move on: 

t Head through the double doors leading into the cen¬ 
tral towers? Turn to 700. 

| Enter the open passage into the outer tower? Turn to 
756. 
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Entry 749 

The flat top stove before you reaches almost to your waist. 
One of the doors in its belly is completely shut while the other 
is open almost the entire way. The dark iron is stained heavily 
with the soot of ages past, giving it the look of a short, grimy 
coal miner with a flat helmet. 

Looking closer, you spot a bunch of papers in the open door of 
the stove. But as you reach in to try and read them they crum¬ 
ble the rest of the way into ash; the few unburned pieces flutter¬ 
ing to the floor. Trying to read them yields no information since 
the pieces are too small to make out anything legible. 

Do you: 

| Investigate the buckets? Turn to 787. 

| Look at the marble tub? Turn to 764. 

If you would like to leave, you can head back to the main room. 
Will you: 

| Investigate the pile of wood? Turn to 625. 
t Search the canopy bed? Turn to 523. 

| Inspect the fireplace? Turn to 703. 
t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 


Entry 750 

YOU HEAR A WHISPERING IN YOUR MIND. THE VOICE TELLS YOU THE 
treasure of kings is here and you are very near to its location. 
Moving half as if you were a marionette dancing on strings, you 
walk directly towards the third prison cell. It appears to not 
have had any visitors in months, if not years. The dust shows 
signs of being disturbed, but it must have been a long time ago. 
You notice even the dust covering the disturbance scars is still 
so thick, just walking through the room stirs up heavy clouds, 
forcing you to cover your mouth with your sleeve. 
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As you walk around this prison cell, you cannot imagine how 
horrible it must have been to be kept here in this lightless abyss 
of eerie silence. Even the shadows from your light source begin 
to dance a bit more than they should in the still air. You are 
anxious to leave this cell, but as you are leaving you cannot 
help but look back one last time... and that’s when you notice a 
slight indentation in one section of the flagstone floor. Holding 
your breath against your nameless fears, you creep back into 
the prison cell nearly on tiptoe. After staring at the indention 
for a timeless moment the thought emerges that it is a perfect 
size for your hand! Strangely this notion seems like it wasn’t 
entirely your own, as if someone else implanted the thought in 
your mind. 

Reaching down and putting your hand in the small indentation 
on the floor, you realize it is the handle for a trap door in the 
floor! You have to set your light source down and pull with both 
hands. Dust flies everywhere and you fight the urge to sneeze as 
the swirling cloud tickles your nose while it tries to find a new 
home to settle upon. Finally, with a loud groan that shatters the 
oppressive stillness, the trap door creaks open. The hinges are so 
old and rusty you still have to physically push the door all the 
way open. Looking down into the nearly square opening now re¬ 
vealed you see a flight of stone steps. The steps are so worn that 
the center of them curves inward; hinting that traversing them 
will be a dangerous task. You suspect if you had to run on them, 
you would more than likely stumble and fall. Standing there you 
also realize that you feel moisture on your face and hear an oc¬ 
casional rhythmic dripping into some great volume of water. The 
faint noise is distinct in the oppressive silence. 

Turn to 606. 
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Entry 751 

YOU ATTEMPT TO PICK YOUR WAY ACROSS THE JAGGED EDGED JUNK ON 
the floor. As you attempt to do this, you see a stack of crates 
slightly sway back and forth underneath a red banner. “Wait 
a minute!” you think to yourself, “I am underground, what is 
making that move?” Readying your weapon, you approach the 
stacks of crates, and upon closer inspection you find a slight gap 
between the broken crates and the curved stone wall. 

You get down on your hands and knees and peer inside. As you 
thought, the pile of smashed crates covers a hole in the tower 
wall. 

Will you now: 

| Enter the dark hole in the wall? Turn to 779. 

| Head out the door? Turn to 580. 

| Walk up the stairs? Turn to 712. 


Entry 752 

Not trusting anything you have found in this accursed place, 
and shouting “Die Tea!” you proceed to smash the table and 
everything that rests upon it into as small of pieces as you can. 
Stopping to catch your breath, you see the tea pooling around 
the teapot, the latest victim to your wrath. 

You pause for a moment awaiting some kind of retribution, but 
nothing happens. Smugly satisfied you avoided something terri¬ 
ble, you move on. 

Add “Destroyed tea” to your Character Sheet. 

Turn to 763. 
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Entry 753 

YOU JIGGLE THE DOOR HANDLE SLIGHTLY AND CONCLUDE THE DOOR IS 
not locked, just frozen shut. So you back up a few steps and pre¬ 
pare to hurl yourself at the door. 

Pick a Random Number. If you have Athletics, add 2 to the 
number. 

| If the number you have picked is 2-5, Turn to 617. 

| If the number you have picked is 6-12, Turn to 789. 


Entry 754 

Removing the horn from bracing the door shut, you pull it all 
the way open and look inside. Within is a plain stone bench 
covered with a low wooden plank with a hole cut into it over a 
hole in the stone work underneath. Through the hole you can see 
down into the lake, showing this was one of the latrines. As you 
peer down into it, you see the glint of metal wedged in between 
two of the stones. In order to retrieve it you will have to crawl 
down to get it. One slip will cause you to fall into the lake, far, 
far below you. 

Will you attempt to get the metal object? Turn to 705. 

If you think it is too risky, you decide to leave. Turn to 712. 
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Entry 755 

While the passage itself looks ancient, the table and its con- 
tents have almost no dust on them. You pick up the cards and 
find them covered in lewd pictures of people doing acts you did 
not think possible. After examining them closer, it seems a few 
of the cards are missing. The over turned bottle still smells a 
bit of cheap rum but whatever was in it is completely gone. As 
you are inspecting the contents of the table, you catch a glint of 
something from the corner of your eye. On one of the chairs half 
under the table you see the gleam of silver. Resting on the edge 
of the chair is a brooch shaped like a skull and made of pure 
silver. 

If you take it, mark it off on your character sheet as a special 
item. 

Do you head back out of this room, and back to the three way 
intersection? Turn to 790. 

If you would like to head down the dark hallway, turn to 726. 
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Entry 756 

YOU ENTER WHAT WAS ONCE THE CASTLE’S LIBRARY. THE AIR MOVE- 
ment from your entrance causes a few loose pieces of paper to 
flutter across the tower floor like roaches fleeing from a light, 
until they finally come to rest when the reach the curved outer 
wall. Several bookshelves are here but only one remains stand¬ 
ing upright and relatively intact. The rest are lying on the floor 
mostly in pieces. Needless to say, this means the floor is covered 
books, tomes, and manuals of all shapes, sizes, and conditions. 
The only other thing of note is a portrait of a scholarly gentle¬ 
man hanging on the wall directly across from the single doorway 
leading from this room. Along one of the curved walls is a set of 
stairs leading down to the floor below. 

Do you: 

t Search the single standing bookshelf? Turn to 685. 

| Rummage through the books on the floor? Turn to 792. 

| Investigate the Portrait? Turn to 562. 

If you are ready to leave, you can: 

| Head down the stairs, Turn to 712. 

| Head through the door? Turn to 551. 


_ Entry 757 

At the promise of endless wealth, you slip the signet ring 
from your finger and give it to the Benefactor. As he pockets 
the ring his face is expressionless as if you just asked him “How 
is the weather?” He goes over to a trunk at the foot of his bed 
and opens it. Crouching in front of it few moments and refilling 
around inside of it, eventually he pulls out a jewel encrusted me¬ 
dallion. Standing he polishes it with his sleeve and hands it to 
you. “Thank you for your cooperation. Now if you do not mind, 
I have paperwork to finish.” With that he goes back to his chair 
in front of the fireplace and continues reading his book. 

Eventually, you find your way out of the castle and return to 
the village of Argax. You are not that worried though; you retire 
from the adventuring life with the wealth you have claimed from 
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the castle, more than you can spend in a lifetime no matter how 
profligate you are. Life is good. After a few years, the town of 
Argax elects you Town Elder. You marry a good-looking neigh¬ 
bor and have a few kids. 

After a few years, adventurers begin heading to the castle 
again. It seems some new tenants have taken up residence there. 
But that is beyond you now; you are living a good life. None 
of the adventurers return and something nags at the back of 
your mind, but you can never quite figure out what. Eventually, 
just when you feel you are leading the village into a new age of 
prosperity, a marauding army tears through the land torching 
everything and slaughtering everyone they can. Sadly, you are 
one of those people. 

Your life ends here. 

THE END. 


Entry 758 _ 

After counting out your silver, the crazed man in black 
clutches the coins you give him like a child grasps their favorite 
toy. He starts to cackle a bit, quietly to himself at first, no more 
than a whisper. With each passing moment he holds the coins 
however, his cackling grows so loud you are certain even those 
upon roof can hear it. His neck twists and looks at you, “Free¬ 
dom! Purchase my freedom from the Under lord! Finally!” He 
snaps up the coins in his mouth and scurries down on all fours 
into a hole in the wall that you would be certain no grown man 
would fit into, if not for the fact you just saw it. He disappears 
from view and you are left standing the chamber all alone. Step¬ 
ping back for a moment you check your back to make sure the 
items you purchased are still there, unsure if you dreamt it or 
not. 


NOTE: The moment you leave, the Necromancer will have for¬ 
gotten about you completely. You can come back here anytime 
if you would like to buy more things from him. 
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With nothing else of interest here, you return to the chamber 
at the bottom of the tower. 

Turn to 614. 


Entry 759 

Do you have Stealth? 
t If so, turn to 798. 

| If not, turn to 503. 


Entry 760 

Try as you might you cannot pry the boards up with only your 
fingers. They are firmly nailed down, and you realize they only 
way you are going to get these to move is try to use a weapon to 
get under one of the edges and try to lever them up. 

Will you try to lever up the boards with your weapon? Turn to 
611. 


Would you rather head up to the double doors into the keep, 
leaving the well behind? Turn to 556. 
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Entry 761 

YOU IMAGINE ALL OF THE GUARDS WHO HAVE MUST HAVE TRAINED 
here over the years. The training dummies are heavily marked 
with cuts and gouges from countless combat students over the 
ages. 

You start to dig through the constant garbage and junk on 
the floor and you cannot help but think if you could sell all this 
scrap, there would be a small fortune here. As it is, there is no 
way you could carry all of this at one time. You do find a ser¬ 
viceable shield. It has a small nick in the corner but it should 
still help you if you do not have a shield currently. 


If you do not have a shield you can take this one, but it will 
only add 3 Hit Points to your total before it is destroyed. 


Facing the long wall with the two doors, do you leave out the 
left door? Turn to 56j. 

Facing the long wall with the two doors, do you leave out the 
right door? Turn to 607. 

Do you leave out the door on the circular wall? Turn to 61f. 
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Entry 762 

The shelf has haphazard marks of dust upon them. As if the 
endless dust that was once here was searched repeatedly over 
the years. Residing on the shelf, is a stack of papers. One of the 
pieces of paper is half unfolded and you can see what is written 
upon it. 

“Red Banner is friend. 

See Red Banner find me.” 

Everything else on the shelf is broken, or useless. 

In your travels, if you encounter a room with a red banner, add 
4 to any rolls made in that room. If you have already encoun¬ 
tered a room with a red banner and have not found anything 
special there, if you head back to that room, any roll you make 
in that room should add an additional 4 to find anything. 

Do you now: 

| Investigate the workbench? Turn to 645. 

t Search the beds? Turn to 735. 

| Leave by the grey-blue curtain on the left? Turn to 
790. 

| Leave by the grey-green curtain on the right? Turn to 
564. 
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Entry 763 

Although most of it is in ruins, this bedroom is decorated in a 
motif of the sun and the moon and even with a lot of the things 
broken or missing you can see it must have been a marvel to 
behold once upon a time. Standing at the archway with the 
entry room behind you, to your left is the remains of a dresser 
or armoire, now reduced to just a pile of wood. Almost directly 
ahead of you is the very large canopy bed. It has been heavily 
vandalized, -- two of the four posts look like someone tried to 
chop them down but then gave up and the canopy and sheets 
lie in tatters — but the majority of the bed is still intact. To the 
right of the bed is a large white marble fireplace. The left side 
is decorated with a carving of benevolently smiling sun, and the 
right side is decorated with a mischievous-looking crescent moon. 

To the right of the fire place is a curved wall which you can 
only guess is one of the towers with an archway leading into its 
interior. The far wall and the wall to your immediate right are 
both pierced by archways as well, leading from this area. 

Do you: 

| Inspect the fireplace? Turn to 703. 

t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO THROUGH THE ARCHWAY IN THE FAR WALL? TURN TO 650. 

| GO THROUGH THE ARCHWAY DIRECTLY TO YOUR RIGHT? TURN 

TO 672. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 
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Entry 764 

You HOP THE STONE STEPS OF THE TWO-STEP DAIS THE MARBLE TUB 
rests on and marvel at the craftsmanship of the tub. It is cov¬ 
ered with delicate carvings depicting beaches and mermaids and 
large ocean waves. Sadly, it looks like someone tried to move the 
tub since there are now large gouges and scratches in the mar¬ 
ble. There are tiny cracks in several places and pieces chipped 
off. Upon further inspection, two of the legs remain fastened to 
the floor with large iron bolts, but the other two are broken and 
slightly shifted off of their bases. 

Realizing this tub has been damaged to the point that it is now 
worthless, you decide to look elsewhere. 

Do you: 

t Investigate the buckets? Turn to 787. 
t Search the stove? Turn to 749. 

| If you would like to leave, you can head back to the 

MAIN ROOM. 

t Investigate the pile of wood? Turn to 625. 
t Search the canopy bed? Turn to 523. 

| Inspect the fireplace? Turn to 703. 
t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 
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Entry 765 

Raising your weapon to destroy the mist belching thing, you 
swing ferociously, and connect with a solid blow that would sev¬ 
er a normal man’s arm. 

Unfortunately this is not a normal man. A bolt of lightning 
leaps from the armored thing where you struck it and hits you 
square in the chest. You scream in pain as you are flung to the 
floor, weapon clattering on the stonework a few steps away from 
you. -(It also shatters your shield if you have one). 


NOTE: Mark off 6 Hit Points of damage from the charge. If 
you have “Elemental Resistance” written on your character 
sheet, you only take 2 Hit Points of damage. 

If you are still alive, you manage to drag yourself to your feet 
and retrieve your weapon, and now must decide what to do. 

Do you want to try to inspect such a thing, even after such an 
attack? Turn to 741. 

If you think you should make a hasty retreat back down the 
ladder, turn to 687. 
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Entry 766 

“Why am I here?” He sighs heavily. “I have been asking that 
myself quite often in the past weeks.” He stirs uncomfortably in 
his cot, as if someone introduced a large amount of burrs into 
where he lays. “I can only assume you mean what was the orig¬ 
inal reason for our coming here.” Pausing for a moment, he con¬ 
tinues, “For some unknown reason, the mystics of my Lord have 
taken much interest in this place over the past few months and I 
was sent to see if it was inhabited.” He stifles a small chuckle as 
he discovered the obvious answer. “What exactly they want with 
this accursed pile of rocks, I was not told, nor do I care anymore. 
I was...am a soldier and was just following orders and my only 
concern now is the whereabouts of my company, those who wear 
the symbol of the skull.” 

How many Skull Brooches have you found in your travels? 

| 1 to 5? Turn to 736. 
t 6 to 7? Turn to 526. 
t 8-10? Turn to 603. 


Entry 767 

YOU START TO RIFLE THROUGH THE CUPBOARDS OF THE UPPER KITCH- 
en. As you look through the various containers looking for 
something of value, a low scraping behind you makes you whirl 
around. A lone black cat sits staring at you, blinks once, and 
then leaps to the window near the door to the outer tower and 
darts out it before you can react. You run to the window to see 
where the cat went, but when you look out into the mist, you 
see no sign of it. There are quite a few vines and creepers along 
the wall; it looks as they might be able to support the weight of 
the cat. With nothing else to see, you move on. 

Will you now: 

| Try the door in the curved outer tower wall? Turn to 
788. 

| Leave the way you entered, back into the central tow¬ 
er? Turn to 700. 
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Entry 768 

This room was once a grand upper dining hall, but it appears 
that a great battle took place here, probably when the castle fell. 
There are still a large amount of broken weapons strewn about, 
as well as bits and pieces of shields and armor as well. The 
floor is also littered with great amounts of junk, tarnished can¬ 
dle holders, metal plates, bent knives, forks, and spoons strewn 
about the chamber. Two great tables take up the center of the 
room, but both have also been destroyed. One is lying on the 
floor, all of its legs snapped off. The other is lying on its side, 
with only two legs left keeping it precociously balanced upright. 
Large chunks have been chopped out of it and in fact a service¬ 
able looking battle axe is still embedded in the surface of it. 

A small dais is at one end of the room, most likely where the 
lord and lady sat. There is no sign of the thrones here now 
though, not even broken pieces. A few overturned pedestals can 
be seen in niches along the walls, most likely once a home to 
beautiful sculptures that must now be lying broken on the floor. 
The same can be said for the walls; there are hangers for tapes¬ 
tries here, but the tapestries are missing. 

There are two fireplaces, one intact and one is half collapsed or 
destroyed. Both are cold and empty even of ash, appearing as 
if they have not been used in years. In opposite corners of the 
room are curved sections of wall, showing that this dining hall 
sits between two of the castles towers. One of them has a set of 
double doors set into it; the other has but a single door in its 
surface. 

Do you: 

| Investigate the dais where the thrones stood? Turn to 
689. 

| Check out the axe stuck in the table? Turn to 520. 

t Search the intact fireplace? Turn to 786. 

| Leave through the double doors? Turn to 700. 

| Leave by the single door? Turn to 634. 
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Entry 769 

The legs of the metal barrel thing twitch wildly for a few 
seconds then lie still, as its dark blood seeps out onto the floor. 
Now that it is lying still, you notice its blue eye is really a gem 
cut to be a perfect sphere! 

Do you get close enough to the thing to pry out the blue eye? 
Turn to 68j. 

Would you rather just leave it alone in case it is not quite 
dead? Turn to 706. 


Entry }}0 

Feeling the stone give way under your fingers you move with 
lightning quickness and grasp the stone next to the one that 
came loose. Feeling a cheer rising in your throat, get ready to 
pull yourself up to safety when the stone you grasped comes 
loose also. You wave your arms around madly desperately trying 
to gain a new handhold, but to no avail. 

You scream the entire way down to the water, hitting it so hard 
it breaks a few of your ribs and knocks you unconscious as water 
fills your lungs. 

THE END. 


493 


Benny 






Entry 771 

The floor here is coated with ash, and while there are tracks 
of many booted feet going back and forth, they’re so layered 
on top of each other it is difficult to get a precise number of 
just how many people have been through here. You are kneeling 
down with your face just a few inches from the floor, examining 
the tracks more closely to try and get a better guess when you 
see the ash begin to ripple and shift, like it was made of water 
instead of ash. 

The ash swills up into billowing clouds that coalesce into the 
form of a man-like form. Its legs are merged together and its 
arms are more like ashen lumps rather than any real appendages 
a human being would have. Worst of all, its face is blank and 
featureless, except for two charred lumps of coal where its eyes 
should be. It reaches for you filthy and menacing. 


Ash Shadow 



AV: 0 Armor: 3 

DMG: 3 

Hit Points: 4 


Do you have a silver or cold iron weapon? If so, treat your AV 
as one number higher for this battle only. 

If you win this battle, you can move on: 

| Head through the double doors leading into the cen¬ 
tral towers? Turn to 700. 

| Enter the open passage into the outer tower? Turn to 
756. 

| If you lose, turn to 688. 
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Entry }}2 

Sitting down at the grindstone, you begin to work the pedal 
and place your weapon against the spinning stone and a few 
sparks jump from it. After a few moments of this, you stop and 
inspect your work. The new blade now has a razor sharp edge 
to it. 

For the next combat, your weapon will do an additional point 
of damage. It will only last the length of one combat. You can 
use the grindstone as many times as possible, but only ten times 
on one weapon, after that, the weapon will become too weak to 
use in combat any longer. 

You can now: 

t Leave by heading up the stairs? Turn to 675. 

| Leave via the door into a diagonal hallway? Turn to 
607. 
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Entry 773 

You PICK UP THE SKULL AND INSPECT IT FROM ALL SIDES. It WAS ONCE 
decorated in writing, but most of the carved words and signs are 
now worn away with age. The only bits still legible are some let¬ 
ters on the upper lip that says, “Nasi (or Nasu) Sulcus.” You say 
the words aloud, but if they have any magical properties, they 
do not manifest themselves at this time. 

Now do you: 

| Investigate the containers? Turn to 784. 
t Look at the saw? Turn to 698. 

| Look at the stain and the knives? Turn to 572. 
t Search the box under the table? Turn to 744. 

If you are done searching the workbench you can now go else¬ 
where. 

| Investigate the beds? Turn to 735. 
t Search the shelves? Turn to 762. 

Or you can leave. Facing the wall with the two curtains, will 
you leave through the grey-blue curtain on the left? Turn to 
790. 

Or head out the grey-green curtain on the right? Turn to 567. 
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Entry 774 

YOU SEARCH ALL FOUR OF THE PRISON CELLS, WHICH APPEAR TO NOT 
have had any visitors in months, if not years. The dust show 
signs of being disturbed, but it must have been a long time ago 
since even the dust covering the signs of the disturbance is so 
thick that just walking through the rooms forces you to cover 
your mouth with your sleeve. 

The only thing you find of interest in any of them was in the 
second cell - a single coin, barely noticeable in the dust, sits in 
the center of the cell. 

If you take it add it to you character sheet. 

You must now move on and head back to the prisons main 
chamber. Turn to 601. 


Entry 775 

The dagger in the left hand of the dead girl at your feet has 
almost no rust on it so it cannot have been here more than a 
week at most. It is a nice blade, finely crafted but nothing re¬ 
markable. 

If you take the dagger, do not forget to add it to your Charac¬ 
ter Sheet. Remember, you can only carry two weapons at a time. 

Do you: 

| Pick up the key? Turn to 538. 

| Leave this place and head back out into the hallway? 
Turn to 579. 
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Entry }}B 

As SOON AS YOU SAY “NO.” TO THE STRANGE PERSON IT STOPS SPEAK- 
ing and merely continues roaring and spitting mist at you. No 
matter what you say or do to it produces any reaction at all. 

Do you attack it? Turn to 765. 

Would you rather just leave it alone and head back down stairs ? 
Turn to 687. 


Entry }}} 

YOU LOOK ABOUT THE AREA AND FIND NOTHING OF INTEREST, BUT 
just as you are leaving you notice that one of the hooks on the 
far wall is a bit crooked. On a whim you stride over to it, and 
after a moment of hesitation, twist it. It won’t go left, but when 
you turn it to the right, it slides grittily across the wall. Bits of 
rust and paint flake away from it and drift to the floor like au¬ 
tumn leaves. 

Behind it is a keyhole! It is caked with rust but it looks service¬ 
able. There is no hint to what it could unlock however. 

If you have a key, add the number on the key to this entry and 
if the number makes sense, the key fits correctly. 

If not, no matter what you try, the lock will not open. 

YOU MUST HEAD BACK TO THE MAIN ROOM. TURN TO 763. 
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Entry }}S 

The vase is ceramic and finely crafted. It is glazed black with 
a decorative border of little yellow moons along the bottom 
edge. The dozen flowers in the vase are -or were- moon lilies. All 
of the stems are twisted and brown, and most of the petals are 
gone. The few faded, withered petals that remain look like even 
a gentle breath of air would dislodge them. Clearly nothing or no 
one has been through here for a while. 

After inspecting the flowers, vase, and table, you determine 
there is nothing of interest here and decide to move on. 

Return to 519. 
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(Image 779) 


Entry 779 

Crawling on your hands and knees, you worm your way 

through the dark tunnel, holding your lantern ahead of you like 
a shield. You soon wriggle your way into a larger crawl space, 
the walls of which are riddled with tunnels. Something must 
be living in here since you see half-eaten corpses of about 4 or 
5 rats, and some spiders lying about the chamber. As you get 
ready to choose a passage, two humanoid arms shoot out from 
one of the holes in the ceiling and grab your shoulder! As you 
raise your weapon and look up. You see a face next to yours, 
mouth open and hissing like a lizard! You scream, and pull your¬ 
self free from the things grasp before recognizing who it is. It is 
the crooked man in the black robes you remember seeing in the 
village of Argax! 

He glares at you, eyes narrowing in either hostility or puzzle¬ 
ment, maybe because he is not sure what to make of you and 
maybe because he has not seen any light in a long time. His 
flowing robes, though filthy and tattered are still black as night, 
making his head, hands and bare feet -his shoes are missing - 
almost look like they are floating in the air. “Ssssssay. What 
are yoooooou dooooooing here?” He eyes you up and down. 
“Yooooou are not one of the residents here, are yoooou? H111- 
mmmmm?” When you tell him you are not, his eyes widen, 
“Fooooooood. Mmmmmust yoooooou have fooooood, from out¬ 
side the castle? Hnunnunm? I have mmmmmany things I have 
found here. I cooooooould sell yooooou sommmme. Hmmmm? If 
only fooooor sommmme foooooood.” 

Do you give him one Ration of food in hopes to trade with 
him? Turn to 569. 

Do you decide you want to get away from this insane man 
before he decides you are food and attacks you? Turn to 61 f. 

Have you found a password in your travels? If you have and 
would like to take a chance and speak it here, subtract the num¬ 
ber in the password from this entry. If the new entry makes 
sense, you said the right word. 
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Entry 779: The man in black robes appears to be quite mad. 

























































Entry 780 

YOU GET THE KEY INTO THE LOCK, AND AFTER SOME COAXING, IT POPS 
open. You prepare to climb the rest of the way up the ladder but 
are immediately assailed by a the roar of some kind of monster! 
You freeze, gripping the ladder so tightly your hands ache, but 
the roar continues. The mist is exceptionally thick up here so 
you can barely see anything at all on the upper battlement of 
the tower. The roar is deafening. 

Will you continue to climb up to the top of the tower, ready to 
face the creature? Turn to 516. 

If instead you do not think you are ready to face such a beast, 
you can climb back down. Turn to 687. 

Entry 781 

As YOU ENTER THIS PRISON CELL, THE FIRST THING YOU NOTICE IS THE 
area is filled with cobwebs. They are old and covered with dust, 
making the walls of this small room partially obscured. On the 
wall to your left, half obscured, is an incredibly detailed painting 
of a bear. It is glaring directly at you, its maw wide open in a 
vicious snarl. Finely crafted, the detail is so great, you almost 
expect the claws and great maw to tear into your flesh at any 
moment. As you inspect the rest of the cell, you do not find any¬ 
thing of real interest and head back to the main chamber. 

Turn to 601. 
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Entry 782 

Not liking being so open and exposed out here, you weave your 
way back to the trap door. As you walk through the ruined 
building, you hear something else moving through the dilapidat¬ 
ed ruins as well. You turn toward the source of the noise and see 
a figure roughly humanoid in shape... but its form is constantly 
shifting. At first you could have sworn it had a head and arms, 
but now it looks more bestial, down on four legs. Even stranger, 
the form is solid black, even at this distance and through the 
mist that surrounds everything else in this castle. Uneasily, you 
watch as the form causes the mist to disappear as soon as it gets 
near it, like a living tear in the very air itself. 

You quickly decide you really want to get back to the trap door 
and away from this thing and run for the trapdoor and whatever 
safety it might offer. 

As you sprint to the next room, your hopes of safety crum¬ 
ble bitterly into dust. Someone or something placed a bunch of 
bricks on the trapdoor. 

You turn to face your opponent, but it moves with such speed 
your weapon arm is severed and falling to the floor before you 
are fully turned around. Its form continues to blur and shift into 
one area and appears in another a few times, obviously toying 
with your terrified eyes a for few moments before it inflicts the 
killing blow. 

THE END. 
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Entry 783 

The two guards lie still in slowly spreading pools of bright 
blood. You search them anyway, trying not to get too much 
blood on your clothes. They both have chain mail shirts, but 
neither will fit you. Their weapons lie nearby, a long sword and 
a war hammer. You can pick up either one as long as you do not 
have more than two weapons at any one time. 

One of their shields was smashed in the fight, but the other 
shield is still intact, if you take it, it will add 4 hit points to your 
total. 


NOTE: These 4 Hit Points must be used first, and once lost, 
cannot be healed. Once all 4 points are gone, the shield breaks 
and is useless. Searching their pockets you find a total of 7 
silver coins, all marked with the same strange language, along 
with a roll of six bandages. 


The woman who was speaking when they first entered the 
room, also has a silver skull brooch. 


NOTE: If you take the Skull Brooch, add it to your Character 
Sheet as a Special Item. 


Do you now: 

t Search the green cloaked figure on the floor? Turn to 
581. 

| Investigate the dais where the thrones stood? Turn to 
689. 

t Search the intact fireplace? Turn to 786. 

| Leave through the double doors? Turn to 700. 

| Leave by the single door? Turn to 634. 
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Entry 784 

Picking up each vial and pottery jar in turn, you peer inside 
them to see if you can find anything but discover only various 
shriveled remains of plants, or the crusted stains of dried up liq¬ 
uids. As you put the last container back on the workbench, you 
see a few circular stains in the wood, showing that there must 
have been a few other things which must have been taken before 
you arrived. 

Now will you: 

t Look at the saw? Turn to 698. 

| Investigate the old skull? Turn to 773. 

| Look at the stain and the knives? Turn to 572. 

t Search the box under the table? Turn to 744. 

If you are done searching the workbench you can now go else¬ 
where. 

t Investigate the beds? Turn to 735. 

t Search the shelves? Turn to 762. 

Or you can leave. Facing the wall with the two curtains, will 
you leave through the left-most curtain that is grey-blue col¬ 
ored ? Turn to 790. 

Or head out the grey-green colored curtain on the right? Turn 
to 564. 
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Entry 78 5 _ 

Crossing the tower chamber to the open door, you grasp the 
handle and look inside. There is a low wooden plank with a hole 
cut into it over a hole in the stone work underneath which leads 
down into the lake, showing this was one of the latrines. The re¬ 
pulsive stains here have lasted throughout the ages, making you 
instinctively cover your mouth with your sleeve, even though the 
stench has long since dissipated. 

Not wanting to stay here longer than you have to, you leave 
hastily. 

Will you now: 

| Investigate the broken pieces of wood and metal scat¬ 
tered about? Turn to 716. 

| Climb the stairs? Turn to 634. 

| Descend the stairs? Turn to 521. 

| Exit the room through the door in the tower wall? 
Turn to 535. 


Entry 786 

Of the two fireplaces in the room, one is crushed as if it was 
dropped from some great height. The other is still intact but 
appears to have been cold for a long time; it is devoid even of 
ashes. You look over the mantle and peering up into the chimney 
but discover nothing of interest here. 

Instead, do you: 

| Investigate the dais where the thrones stood? Turn to 
689. 

| Check out the axe stuck in the table? Turn to 520 
| Leave through the double doors? Turn to 700. 

| Leave by the single door? Turn to 634. 
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Entry 787 

You PICK UP THE OVER TURNED BUCKET TO INSPECT IT, BUT IT SEEMS 
there is nothing special about it. The wood is warped and 
cracked from age, rendering the bucket useless. 

Do you now: 

| Look at the marble tub? Turn to 764. 
t Search the stove? Turn to 749. 

If you would like to leave, you can head back to the main room. 
There do you want to: 

| Investigate the pile of wood? Turn to 625. 
t Search the canopy bed? Turn to 523. 

| Inspect the fireplace? Turn to 703. 
t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 

Entry 788 

You PUSH AGAINST THE DOOR INTO THE OUTER TOWER ONLY TO FIND 
you can you can only open it about a hands width, for it seems 
to be blocked by something. Peering in, you see that it looks like 
the entire upper floors of this tower have collapsed. The room is 
full of rubble some and small clouds of dust have been shaken 
loose by your disturbance. Whether, it was caved in by an at¬ 
tack, or merely collapsed from old age or... dare you think of it? 
Perhaps some great beast landed on the tower and crushed it. 
After rattling the door back and forth a bit more to see if you 
can widen the gap a bit more so you can climb through it proves 
fruitless, you finally decide to give up and head elsewhere. 

You HEAD BACK TO THE CENTRAL TOWER. TURN TO 700. 
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Entry 78 9 

YOU THROW YOUR SHOULDER INTO THE DOOR WITH A BANG AND IT 
flies open, making an even louder noise. You try to stop yourself, 
but the floor is slick and you fall on your face gracelessly. This 
gives you a good close-up view of the frost that coats the floor. 
Somehow this room is kept deathly cold— so cold that you can 
see your breath as you regain your footing. You look around the 
room. 

Turn to 706. 


Entry 790 

YOU ARE STANDING AT A FOUR-WAY INTERSECTION. THE CORRIDOR 
does a 90 degree bend with another corridor extending out at a 
45 degree angle from where the other two corridors meet. The 
diagonal passage goes about 10 paces then ends at a stout iron 
door. With your back to the diagonal corridor, the passage to 
the left goes straight as far as you can see but at the edge of the 
light is a door on the left side of the corridor. The passage to 
the right also goes straight as far as you can see, but just a few 
steps past the diagonal corridor on the right wall is a door way. 
A tattered grey-blue curtain hangs across it, blocking your view 
into the room beyond it. 

Do you: 

| Take the passageway to the left, to the door? Turn to 
574. 

| Take the passageway to the right, past the grey-blue 
curtain? Turn to 564 

t Go THROUGH THE CURTAINED DOORWAY? TURN TO 525. 

| Head down the diagonal corridor to the iron door? 
Turn to 682. 


508 


Benny 









Entry 791 

As YOU INSPECT THE CRACK IN THE ARMOR, YOU THINK THE STRANGE 
Black Disc you found, might fit, the slot perfectly. You dig it 
out of your backpack and place it in the open space between 
the two sections of metal armor. Something snatches the disc 
out from between your fingers and quickly draws it inside! You 
leap back, ready for the attack you think will come, but does 
not happen. Instead the thing speaks to you! What it says you 
do not understand one bit. It sounds like “Neee ssshaaaaung 
eeeooowwggoooone deeeeeowpen wooomaa?” It sounds like it 
is asking a question. (Erase the Strange Black Disc from your 
character sheet) 

Do you reply, “yes”? Turn to 613. 

Do you reply, “no”? Turn to 776. 

Would you rather leave this stranger in armor alone and head 

back down the ladder? Turn to 687. 
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Entry 792 

You PICK YOUR WAY SLOWLY ACROSS THE ROOM, HALF BECAUSE OF 
the unsteady footing provided by the heaps of books and half 
to try and see if any of the books that catch your eye. However, 
it seems like all of these books have completely plain covers. 
No writing, no art, nothing lets you distinguish one book from 
another. You pick up one book, then another and another. All 
of them are filled with the same scribbled, undecipherable lan¬ 
guage. You are about to give up when you find one book that 
has a single bandage as a bookmark. You take the bandage and 
add it to your bandage roll, but when you look at the page it 
marked, you find only another few paragraphs in the same un¬ 
readable writing. You toss the book aside and decide to move 
on. 


NOTE: If you take the bandage, add it to your Character 
Sheet. 


Do you: 

t Search the single standing bookshelf? Turn to 685. 
| Investigate the portrait? Turn to 562. 

| If you are ready to leave, you can: 
t Head down the stairs, Turn to 712. 

| Head through the door? Turn to 551. 
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Entry 793 

He grasps the locket as if it was made of solid platinum. He 
closes his eyes tightly, fists clanged around something most 
would take as a worthless trinket. He sits that way for a long 
time and you begin to wonder if he did not die, or turn to stone. 
Just as you are about to poke him to see if he is still alive, he 
breaks his silence. “This castle is yours. My superiors will be 
furious with me, but I tire of the conflict with the Spider Cult 
over this pile of stones. Hunting for authorization, rumors of a 
Black Candle. The world can burn for all I care. It ended for me 
when the cultists came after my daughter.” With that he stands 
up and gathers a few things, as if to leave. You bombard him 
with a multitude of questions, but he looks past you as if you 
were not even there. 

You reach out your arm to physically get him to acknowledge 
you, but it passes through him as if his form as if he is a mirage 
on a hot day! He starts to shimmer and blur and after a second 
or two, he is gone completely. As you peer around the room, you 
are startled to see all of the books are gone, even the one he was 
reading at the fireplace have all disappeared. Other things about 
the room are gone as well, the expensive bed, even the fire in the 
fireplace are all gone. All signs that this room was inhabited are 
now long gone. 

After the shock of this wears off, you remember the last words 
the Benefactor told you. The castle is yours! 

Turn to 800. 
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Entry 794 

It takes a bit of effort, as if the lock is stuck from lack of 
use, but the key finally turns and you can feel some kind of 
mechanism engage on the other side of the wall. To your right a 
stone section of wall slides open almost silently. You stare at it 
with your mouth wide open like a fool, marveling at the thick¬ 
ness of the stone block and the obvious age. 

Snapping your mouth shut when you see that the passage be¬ 
hind the stone door is filled solid with cobwebs. Most of them 
are weighted down with dust and age, but a few of them are 
relatively new, as you can see from the few fresh cocoons of prey 
trapped there. Some of the cocoons are as small as the tip of 
your finger, but the largest one is about the size of a decent-sized 
rat. Suddenly, you have the feeling you are being watched. 

Do you slip into the secret passage despite the cobwebs? If you 
continue down this passage, you get the feeling there is no com¬ 
ing back. Turn to 759. 

Otherwise you can go back into the previous chamber. 

Do you: 

| Investigate the pile of wood? Turn to 625. 

t Search the canopy bed? Turn to 523. 

| Inspect the fireplace? Turn to 703. 

| Examine the table with the tea set? Turn to 697. 

t Go THROUGH THE ARCHWAY TO THE TOWER? TURN TO 531. 

| GO THROUGH THE ARCHWAY DIRECTLY TO YOUR RIGHT? TURN 

TO 672. 

| GO BACK THROUGH THE ENTRY WAY TO THE CENTRAL TOWER? 

Turn to 687. 
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Entry 795 

Before you even realize it, you have the strange candle in 

hand and hold it over the block of marble. The carved mouth 
suddenly springs to life! It parts its lips and a grotesque tongue 
twists forth from its mouth like a whip. It coils around the black 
candle, wrenching it from your startled grasp so quickly you 
hardly comprehend what is happening. When you do finally 
grasp what is going on the face on the candle has taken on an 
expression of sheer panic. Didn’t it always look like that? You 
cannot be certain. The tongue draws the candle back into the 
mouth on the marble block which clamps around candle and 
tongue tightly. The tip of the tongue burrows into the mouth of 
the candle, out one of its eye sockets, and then wraps itself one 
last time around the candle before both candle and tongue freeze 
as if locked into place. 

The instant they freeze, a purplish-black flame erupts from the 
wick of the candle a low hum can be heard. Globs of wax start 
trickling down the sides of the candle. As you watch what is 
transpiring before you, you realize in horror that none of your 
muscles will respond to your will, as if a giant hand was holding 
you in place, slowly crushing you in its grip. The strange flame 
keeps growing in size and becomes more spherical, expanding 
until its diameter is half as large as the block of marble. All the 
while the humming sound grows louder as well, until the noise 
fills your ears. 

The burning purplish black sphere of flame continues to grow 
as wide as the entire diameter of the block of marble. You glance 
down at the candle and see small rivers of wax dribbling down 
its sides and pooling about the lips of the mouth that holds it. 
Suddenly the sphere of flame ‘opens’ appearing as an eye of 
completely inhuman origin, made completely of the black flame. 
It begins to move closer to you and soon it is just a hands-width 
from your face. Its heat singes your eyelashes as the bizarre pu¬ 
pil—shaped like a number 8 - stares you in the face. You are 
certain you are about to meet your end when the loud humming 
you have been hearing erupts into a hideous shriek that fills you 
with such terror you feel the marrow in your bones quake with 
fear. Forcing your gaze away from the eye of black flame, you 
find you can now move and look at the source of the screaming. 
The black candle has now almost completely melted and even 
as you watch, the last of its facial features melt into the pool of 
wax. The screaming slowly dies into a low gurgling as if made by 
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a drowning man. As even that gurgling trails off into a silence 
somehow louder that the screaming, the eye of flame closes again 
and with a low flash, disappears. The only evidence it was there 
at all are a few smears of ash fluttering to the cavern floor. 

Your arms, legs, and neck are stiff from being frozen for so 
long, but that does not stop you from backing up a few steps 
from the strange marble block. The tongue laps up the last of 
the melted remains of the black candle and is slurped back into 
the mouth, disappearing from your view and leaving the marble 
block exactly the way you found it. You are completely unsure 
if what you have just witnessed was dream or reality, so you 
sling off your backpack and search for the black candle. But it 
is gone. You try to convince yourself that you have just lost it 
somewhere and what you just saw was not part of reality at all. 

You suddenly decide you want to get away from this place, so 
you leave as fast as your feet will carry you. 

Note on your Character Sheet you have witnessed, “The Event”. 
Remove the Black Candle from your Character Sheet. 

Turn to page 601. 
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Entry ?g6 

As YOU ENTER THE CELL YOU SEE ALONG THE FAR WALL IS A COT RICK- 
ety with age. Lying upon this derelict piece of furniture is a 
human male that looks to be in the same condition as the cot. 
Thin with starvation, his body is covered with sores and mul¬ 
tiple scars. Most notable is his head is covered by a large deer 
skull, but what used to just be a helmet for this poor creature, 
you can see now that there are large iron pins that pierce the 
man’s neck, permanently holding it in place. The prisoner slowly 
turns his head and you find yourself staring into the hollow eyes 
of the skull as he begins to speak. “You are not one of my cap- 
tors,” he states. “I am too weak to come with you, I am afraid 
this cell is my coffin. There is not much help I can offer you I am 
afraid.” You can feel the lack of hope in his voice as clear as you 
can feel the clothes touching your skin. 

What do you ask him? 

| “Who are you?” Turn to 583. 

| “What are you doing here?” Turn to 766. 
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Entry 797 

YOU SEARCHING ALL FOUR OF THE PRISON CELLS, BUT NONE OF THEM 
appear to not have had any visitors in months, if not years. The 
dust shows signs of being disturbed, but it must have been a 
long time ago since even the dust covering the marks of the dis¬ 
turbance are still so thick just walking through the room forces 
you to cover your mouth with your sleeve. 

The only thing you find of interest in all of them is in the 
third prison cell. As you walk around this prison cell, you can¬ 
not imagine how horrible it must have been to be kept here in 
this lightless abyss of eerie silence. Even the shadows from your 
light source begin to dance a bit more than they really should 
in the stillness of the air. You are anxious to leave this cell but 
just as you step through the doorway you cannot help but look 
back one last time — and that’s when you notice a slight inden¬ 
tation in one of the flagstones that make up the floor. Holding 
your breath in fear of what unknown threats might lurk here, 
you creep hesitantly back into the prison cell. Staring at the in¬ 
dention for countless moments, you are fascinated although you 
cannot rationalize why. Slowly, the thought emerges into your 
brain that it is a perfectly sized indentation for your own hand! 
The strangest thing about this notion is that for some reason it 
seems it wasn’t entirely your own... as if someone else implanted 
the thought in your mind. 

Reaching down and putting your hand in the small indentation 
on the floor, you realize this is the handle for a trapdoor! You 
have to set your light source down and pull with both hands to 
get to lid to budge even a little. Dust goes everywhere and you 
fight the urge to sneeze as the swirling cloud tickles your nose 
and eyes. Finally, with a loud groan that disturbs the stillness, 
the trap door creaks open. The hinges are so old and rusty you 
still have to physically push the door all the way open. A flight 
of stone steps leads down from the nearly square opening now 
revealed. The steps are so worn that the center of them curves 
inward; hinting that traversing them will be a dangerous task. 
You suspect if you had to run on them, you would more than 
likely stumble and fall. Standing there you also realize that you 
feel moisture on your face and hear the occasional drop of water 
into some great volume of water. The faint sound is distinct in 
the oppressive silence. 

Do you descend the stairs ? Turn to 606. 
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If the thought of investigating such a place makes you uneasy, 
continue your search by heading back to the main chamber of 
the prison. Turn to 601. 


Entry 798 

YOU OPEN THE ANCIENT SECRET DOOR AS SLOW AS POSSIBLE SO IT 
does not make any noise. Once it is open far enough so you can 
peek you head through, you see what could only be the master 
bedroom. Holding your gear so you will move as silently as pos¬ 
sible, you slip in, without making so much as a whisper. The 
room you are in is quite large; large enough for three fireplaces, 
all currently lit with roaring fires. In front of the fire place to 
your right sits a fairly handsome man with sandy blonde hair, 
currently contemplating a fairly thick book. As you look again, 
you are stunned because you recognize him! He is still wearing 
the blue robes that you remember him wearing when he passed 
through Argax weeks past and still has the intense stare. 

Along the wall to your immediate right, is a bookcase laden 
with books. To your immediate left is an armoire, made of some 
kind of dark wood, and even from here you can see that it is 
finely crafted with pleasant carvings and designs. To the left 
of the armoire the wall curves, showing there must be a tower 
beyond it. There is a solid-looking oak door in the center of the 
tower wall, currently closed. Past the curved wall, along the wall 
to your left, has a large stone fireplace, currently lit, burning 
cheerfully, and providing most of the heat for this room; next 
to it sits a fairly large pile of wood. Right of the fireplace is the 
largest bed you have ever seen. Its canopy is still intact and only 
has a few tears. The bedding also looks new, so it was either 
miraculously untouched or the current tenant brought it here. 
Finally, on the wall straight across from the secret entrance you 
are standing in, is the last fire place, also lit. A metal cooking 
pot hangs on an iron rod over the flames. There is also a sturdy 
door that resides in the corner. 

Will you: 

| Sneak up behind the figure in the chair? Turn to 588. 

| Investigate the bookshelf? Turn to 541. 

| Open the armoire? Turn to 694. 
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Entry 799 

As SOON AS THE STONES COME LOOSE FROM THE CEILING YOU JUMP 
backwards to avoid getting struck on the head by the falling de¬ 
bris. You trip over one of the broken foot lockers, flail your arms 
for a moment and land flat on your back. Your head connects 
solidly with the floor. Lying there for a moment, vision slightly 
blurred and trying to catch your breath, staring up at a sec¬ 
tion of ceiling where it meets the circular wall. As you lie there 
waiting for your vision to clear and to get up enough energy to 
get back to your feet, you notice something strange. One of the 
stones where the wall and ceiling meet is protrudes a bit more 
than its neighbors. If you were not lying on your back staring 
right at it, you might have never noticed it. Painfully, you stag¬ 
ger back to your feet and go over to inspect it (Mark off 1 Hit 
Point- of damage). Sure enough, the stone is just a bit off from 
the others surrounding it. You take a chance and reach up to 
press it, and are rewarded with a low grinding noise, as if you 
just awoke some great mechanical leviathan. A section of wall 
recedes, showering even more dirt and dust down upon you and 
shaking even more of the ceiling loose. So much dirt and debris 
have been shaken loose you now have to bend your head towards 
the floor to make sure none of it gets into your eyes. 

After a few moments, the grinding stops and the dust storm 
starts to settle, so you wave a hand in front of your face to help 
clear the air and stifle a coughing fit. The section of wall that 
moved has now revealed a passageway! 

If you would like to investigate the new passage, turn to 596. 

If you’re worried about this room will collapsing and trapping 

you here, you can leave by turning to 790. 
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_ Entry Boo 

The Castle is yours! With the ‘Benefactor’ gone, the last of 
the guards flee and the ‘marionettes’ under his control return 
to normal. As word spreads, people come from far and wide 
to meet the person who has not only tamed the castle but has 
emerged as the rightful ruler of these lands! Even as you take up 
the gigantic job of cleaning up the castle and making it livable 
again, a few of the peasants even express interest in moving in 
under your banner. But what is your banner? Sadly, not every¬ 
thing is glory and boasting. Already your subjects are asking 
about procuring supplies like food, wood, and stone to build 
with, not to mention complaining about the dangerous looking 
monsters seen roaming the lands around the castle. 

But that is story for another time. 

THE END. 
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EPILOGUE 


■ 

■ 


What have you found in your travels? After the castle is 
yours, you head to the nearby town of Carrolsburg to get the 
treasures appraised. For each of the following items you have 
found in your adventure, add the total to your castle’s treasury. 
If you play the next book in the series, you will be able to spend 
your silver on various things. 

Fancy Uncut Green Stone =125 silver 

Dark Grey Stone w/Red Sparkles = 50 silver 

Bright Blue Stone = 350 silver 

Small Purple Gem = 75 silver 

Bracelet with Green Stones = 82 silver 

Solid Gold Teddy Bear = 100 silver 

‘Mysterious Fred Statue = 10 silver 

Spherical Blue Gem = 500 silver 

Emerald = 350 silver 

Solid Gold Bar = 100 silver 

Gold Nugget = 55 silver 

You might have found a chest of silver in the throne room 
of the babble queen. If so, the total amount is 417 silver, 
minus any you might have taken from the chests when you 
found it. 
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ADVAtlCED RULES 


In the advanced rules you are able to raise one ability to 
High but you must lower one ability to Low, this is determined 
randomly. 

High Strength: Receive a +1 to damage, and +1 to open door 
attempts. If you are a strength based character you will also 
receive a +1 to your AV. 

High Intelligence: makes you less likely to get lost. Helps with 
certain skills. 

High Wisdom: +1 to any resistance rolls. 

High Dexterity: +1 to Sneak, +1 to AV, this is raised to a +2 
if your character is Dexterity based. 

High Constitution: +1 to maximum HP with an additional +1 
HP every odd level. (You start this book at level 0, so you will 
get your first +1 when you reach level 1). 

High Charisma: gives you a +1 to parlay rolls to make friends 
with intelligent creatures and lets you have 2 henchmen in¬ 
stead of just one. 

Low Strength: Receive a -1 to damage, and -1 to open door 
attempts. If you are a strength based character you will also 
receive a -1 to your AV. 

Low Intelligence: makes you more likely to get lost. Makes at¬ 
tempts to use certain skills to be worse. 

Low Wisdom: -1 to any resistance rolls. 

Low Dexterity: -1 to Sneak, -1 to AV, this is raised to a -2 if 
your character is Dexterity based. 

Low Constitution: -1 to maximum HP with an additional -1 HP 
every odd level. (You start this book at level 0, so you will get 
your first -1 when you reach level 1). 

Low Charisma: gives you a -1 to parlay rolls to make friends 
with intelligent creatures and you are unable to hire any 
henchmen. 
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ConVERTina YOUR 

favorite Character htto 

DtD: 


ABILITIES 

TO CONVERT YOUR CHARACTER YOU MUST FIRST SWITCH OVER YOUR 

abilities. 

Abilities 

3-8 Low Score 
9-12 No Score 
13-18 High Score 


ATTACK VALUE 

For most d20 based games, the characters level translates 
into your Attack Value (AV). For Pathfinder the Attack Value 
= CMB 

Level to AV 
0-1 0 
2-3 1 
4-5 2 
6-7 3 
8-9 4 
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AC TO ARM 


For most d20 based games, the characters Armor Class (AC) 
translates into your Armor (ARM). For Pathfinder the ARM = 


CMD 


AC to ARM 
10-9 0 
8-7 1 
6-5 2 
4-3 3 
2-1 4 

For some d20 based games the difference between your AV ver¬ 
sus their ArV is the damage you do. 


Ben 
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monsTER List 


Arachnifant (Entries Found: 43, 162) 


AV: 1 

Armor: 0 

DMG: 3 

HP: 6 

AC: 9 

HD: 2+1 

MV: 18’ 

Save: F3 

ML: 9 

AT: Bite ld8 




Animated Chair (Entries Found: 593) 


AV: 1 

Armor: 2 DMG: 3 

HP: 8 

AC: 6 

HD: 2 MV: 12’ 

Save: F2 

ML: 12 

AT: Charge ld6 



Ash Shadow (Entries Found: 771) 


AV: 0 

Armor: 3 DMG: 3 

HP: 4 

AC: 6 

HD: 1 MV: 12’ 

Save: FI 

ML: 10 

AT: By touch ld6 


NOTE: 
silver or 

Due to its incorporeal state, it can only be harmed by 
cold iron weapons. 


The Benefactor (Entries Found: 599) 


AV: 2 

Armor: 1 

DMG: 3 

HP: 8 

AC: 7 

HD: 3 

MV: 12’ 

Save: M3 

ML: 10 

AT: Staff ld6 
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Chameleon Snak (Entries Found: 219, 279) 

AV: 2 Armor: 0 DMG: 2 HP: 3 

AC: 7 HD: 1 MV: 9’ Save: FI 

ML: 7 AT: Bite ld6 

Bonus to AV due to constantly shifting colors to perfectly 
match background. 


Disturbed Slug (Entries Found: 658) 


AV: 0 

AC: 2 

ML: 9 

Armor: 2 

HD: 1+2 

AT: ld6 

DMG: 3 

MV: 9’ 

HP: 6 

Save: F3 

Female Spider (Entries Found: 355) 

AV: 0 

Armor: 0 

DMG: 2 

HP: 4 

AC: 9 

HD: 1+2 

MV: 15’ 

Save: FI 

ML: 8 

AT: Bite Id6+S 


SPECIAL: 

Every attack the Female Spider hits on, there is a 

chance to be poisoned. 




Four Armed Thing (Entries Found: 730) 


AV: 1 

Armor: 0 DMG: 4 

HP: 8 

AC: 9 

HD: 2 MV: 12’ 

Save: F2 

ML: 10 

AT: 2 Fists ld6 each 
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Fungal Man (Entries Found: 184) 

AV: 0 Armor: 2 DMG: 2 HP: 6 

AC: 6 HD: 1+1 MV: 6' Save: F3 

ML: 12 AT: Fist ld6 

SPECIAL: Anytime you do damage to the Fungal Man he 
releases a cloud of spores. Pick a Random Number, If the num¬ 
ber you picked is an odd number, you manage to hold your 
breath and avoid any additional damage. If the number you 
picked is an even number, you accidently inhale the cloud of 
spores and take an additional 2 Hit Points from the coughing 
and choking (If you have a High Constitution, only take 1 Hit 
Point of damage instead of the normal 2). 


Green Cloaked Woman (Entries Found: 558) 


AV: 1 

Armor: 0 

DMG: 3 

HP: 6 

AC: 9 

HD: 2 

MV: 12’ 

Save: F2 

ML:12 

AT: Fist ld3 




2 He-Jackals (Entries Found: 96, 254, 387) 


AV: 1 

Armor: 0 DMG: 3 

HP: 7 

AC: 9 

HD: 1 MV: 12’ 

Save: FI 

ML: 8 

AT: Weapon ld6 



He-Jackal, 2 She-Jackals (Entries Found: 249, 363) 


AV: 1 

Armor: 1 DMG: 3 

HP: 9 

AC: 8 

HD: 1 MV: 12’ 

Save: FI 

ML: 8 

AT: Weapon ld6 



He-Jackal, She-Jackal (Entries Found: 475) 


AV 

1 

Armor: 1 DMG: 2 

HP: 5 

AC 

8 

HD: 1 MV: 12’ 

Save: FI 

ML 

8 

AT: Weapon ld6 
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Headless 

Thing (Entries Found: 435) 


AV: 0 

AC: 7 

ML: 10 

Armor: 2 DMG: 2 

HD: 1+1 MV: 12’ 

AT: 2 Claws ld6, ld6 

HP: 6 

Save: F2 

Hunting Spider (Entries Found: 390, 

147, 223) 

AV: 0 

AC: 7 

ML: 7 

Armor: 1 DMG: 2 

HD: 1+1 MV: 12’ 

AT: Bite ld8 

HP: 4 

Save: FI 

Jackal Headed Brute 

(Entries Found: 429, 302, 299, 465, 325, 344, 273) 

AV: 1 

AC: 8 

ML: 10 

Armor: 1 DMG: 4 

HD: 3 MV: 12’ 

AT: Club or Fist ld8 

HP: 10 

Save: F3 

Knight (Entries Found: 558) 

AV: 0 

AC: 7 

ML: 12 

Armor: 1 DMG: 2 

HD: 1 MV: 12’ 

AT: Fist ld3, ld6 

HP: 8 

Save: F2 


Living Barrel (Entries Found: 655) 


AV: 1 

Armor: 2 

DMG: 5 

HP: 6 

AC: 7 

HD: 2 

MV: 15’ 

Save: F2 

ML: 12 

AT: Tail ld6 




Mad Babbler (Entries Found: 218, 386) 


AV: 0 

Armor: 0 

DMG: 2 

HP: 4 

AC: 9 

HD: 1+1 

MV: 12’ 

Save: FI 

ML: 12 

AT: Bite or 

Punch ld6 
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2 Mad Babbler (Entries Found: 4%4) 


AV: 1 

Armor: 0 

DMG: 3 

HP: 7 

AC: 9 

HD: 1+1 

MV: 12’ 

Save: FI 

ML: 12 

AT: Bite 

or Punch ld6 


3 Mad Babbler 
(Entries Found: 402, 

319, 493, 480, 286) 


AV: 1 

Armor: 0 

DMG: 3 

HP: 8 

AC: 9 

HD: 1+1 

MV: 12’ 

Save: FI 

ML: 12 

AT: Bite 

or Punch ld6 



Mad Babbler Guard (Entries Found: 196, 204) 


AV: 0 

Armor: 0 DMG: 3 

HP: 6 

AC: 8 

HD: 2+1 MV: 12’ 

Save: F2 

ML: 12 

AT: Club or Fist ld8 


SPECIAL: 
sort draped 
gives them 

Mad Babbler Guards usually have a hood of some 
over their head rendering them unable to see. This 
a -4 to all attacks. 


Man Faced Mushroom (Entries Found: 346) 


AV: 0 

Armor: 0 

DMG: 1 

HP: 4 

AC: 9 

HD: 1+1 

MV: 3’ 

Save: FI 

ML: 12 

AT: Spit ld3 




Polymer (Entries Found: 506) 


AV: 0 

Armor: 2 DMG: 4 

HP: 6 

AC: 5 

HD: 1+1 MV: 9’ 

Save: F2 

ML: 11 

AT: 1 Pseudopod, ld6 



Rat Thing (Entries Found: 527, 613) 


AV: 1 

Armor: 2 DMG: 3 

HP: 6 

AC: 7 

HD: 2 MV: 12’ 

Save: FI 

ML: 9 

AT: By weapon ld6 
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She-Jackal (Entries Found: 345, 413, 431, 126, 421) 


AV: 0 

Armor: 0 DMG: 2 

HP: 4 

AC: 10 

HD: 1 MV: 12’ 

Save: FI 

ML: 8 

AT: Weapon ld6 


Shade (Entries Found: 544> 683, 718 

, 738) 

AV: 1 

Armor: 1 DMG: 2 

HP: 6 

AC: 8 

HD: 2 MV: 12’ 

Save: F2 

ML: 12 

AT: By touch ld6 


NOTE: Due to its incorporeal state, it can only be harmed by 
silver or cold iron weapons. 

These creatures are invisible, -2 from your AV when in com¬ 
bat with them. 


Slime- 

Thing (Entries Found: 133, 256) 


AV: 1 

Armor: 1 DMG: 3 

HP: 5 

AC: 7 

HD: 2 MV: 18’ 

Save: F2 

ML: 12 

AT: 1 Bite, 2 tentacles ld6, ld2 

Spider Cult Assassin (Entries Found: 166, 343) 

AV: 1 

Armor: 1 DMG: 4 

HP: 4 

AC: 7 

HD: 2 MV: 12’ 

Save: T3 

ML: 11 

AT: Weapon ld8 


Telepapedes (Entries Found: 246, 92) 

AV: 1 

Armor: 0 DMG: 1 

HP: 6 

AC: 9 

HD: 2 MV: 15’ 

Save: FI 

ML: 9 

AT: Psi Blast ld4 



SPECIAL: Because the Telepapedes use a mental attack, it will 
bypass any armor, whether it is ARM or AC. 
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Two Guards (Entries Found: 520, 640, 713, 729) 

AV: 1 

AC: 7 

ML: 10 

Armor: 2 DMG: 3 

HD: 2 MV: 9’ 

AT: By weapon ld6 

HP: 6 

Save: F2 

Three 

Guards (Entries Found: 577, 681) 


AV: 2 

AC: 7 

ML: 9 

Armor: 2 DMG: 3 

HD: 3 MV: 12’ 

AT: By weapon ld6 

HP: 10 

Save: FI 


Wax Thing (Entries Found: 288, 471> 243) 


AV: 1 

Armor: 2 DMG: 2 

HP: 8 

AC: 6 

HD: 3 MV: 15’ 

Save: FI 

ML: 12 

AT: Pseudopod ld8 



Wood Weevil (Entries Found: 728) 


AV: 0 

Armor: 2 

DMG: 2 

HP: 8 

AC: 8 

HD: 1 

MV: 12’ 

Save: FI 

ML: 7 

AT: ld6 




Young Vorpadile (Entries Found: 155) 


AV: 0 

Armor: 1 

DMG: 2 

HP: 10 

AC: 7 

HD: 1 

MV: 6’ 

Save: FI 

ML: 8 

AT: Bite ld6 
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WEAPONS LIST 


If you choose to use the advanced weapon damage please use 
the following list: 

Knife, Letter Opener = ld2 

Dagger, Silver Dagger, ld3 

Quarter Staff, Arrow, Crossbow bolt, Hammer, Short Sword = 
ld6 

Spear, Cold iron mace, battle axe, long sword, war hammer,two 
handed axe (dull) = ld8 

Halberd = ldlO 

Fine Sword = ld8+l (the +1 is for Damage only, not To Hit) 
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THfiriK You Backers! 


Finally, a HUGE thanks to those who backed the kickstart- 
er, and then had the patience to wait while I learned the process 
of getting a book out the door. I could not have done it without 


you!!! 

What’s in a Name: 
Joseph Carroll 
Scott Norris 

Secret Identity: 
Alan Kahn 

Know your history: 
Graham Hart 

Let’s get physical: 
Fan Li 
Rob 

Digitize Me: 
Michael Hutton 
Robert Ekblad 
Melvez 
Terry Adams 
Gunnar Hogberg 


I am Groot: 

Dave Poppel 
Mortoff Games 

It’s all write: 
Zacky Chun-pong Leung 

Best of both worlds: 
Y.K. Lee 
Ink 

Eric Norris 
Steven Lord 
Kelroy Was here 
Eric Dodd 


532 


Benny 


You old softie: 

Ebooks in Paradise: 

Brock Barber 

Travis Casey 

Emmet Milton 

Pirn and Carin Klabbers 

Oliver M. Traxel 

GmK 
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Chifeng Fu 
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Ian Wright- 
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Marc J Wilson 
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Jessica Tan 

Hal Burdick 

Benjamin Berolatti 
Shiaw-Ling Lai 

Shawn Scott 

Paul 

Laurie 

No I in Team: 

David ‘Ozyr’ Flemming 

Sean McKeon 

T. VanderHevden 

Pang Peow Yeong 
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Ken Moore 
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